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“THE CLASSIC ERA 


As it reaches its 60th anniversary, Doctor Who is 
unassailably the world’s longest-running science 
fiction TV series. With an original run between 
1963 and 1989, a one-off TV movie in 1996, 
and the revived series running from 2005 to the 
present day, the series has been on our screens 
for 45 of those 60 years and counting. We also 
have to add a huge amount of other material: 
books, both factual and fictional, a long-running 
magazine since 1979, audio plays, animated 
reconstructions of 1960s episodes absent from the 
BBC Archives, and several official spin-off series. 
And that’s without mentioning the innumerable 
amount of toys and merchandise produced over 
the decades! Doctor Who is the teatime serial 
which became part of British popular culture (as 
well as making inroads in many other countries 
such as Australia and the USA). It’s the cult series 
which, at its height, was pulling in well over 10 
million viewers a week and is still a significant 
audience-puller, adapting to the changes which 
are currently happening to the way we view TV. 
Put simply, it’s a phenomenon which is showing 
no signs of slowing down as it qualifies for its 
bus pass! 


On TV, thirteen very different lead actors have 
made the part of the Doctor their own, as have 
actors portraying the War Doctor and Fugitive 
Doctor, but the basic premise from 1963 has 
stayed the same. The Doctor, a mysterious 
alien, explores time and space with one or more 
travelling companions, usually human, in the 
TARDIS, a vast time machine which has the exterior 
guise of a 1930s police box. This set of books 
covers all incarnations of the Doctor, including 
what makes each era distinctive in themes, tone, 
and storytelling, as well as details about their 
companions — and an adventure in each chapter 
which builds into a campaign featuring every 
incarnation of the Doctor! 


© In The Beginning 

If the question is ‘Who created Doctor Who?’ the 
answer is by no means obvious. Was it Sydney 
Newman, the recently appointed Head of Drama 
at the BBC? Was it C. E. ‘Bunny’ Webber and 
Donald Wilson, the experienced writers Newman 
tasked with developing a new family drama series 


for early Saturday evenings? Was it Verity Lambert 
and her story editor David Whitaker? Anthony 
Coburn, writer of the first televised story? How 
about William Hartnell, who defined the character 
which all other Doctors have followed? In truth, all 
of these industry professionals contributed to the 
creation and early success of the series. 


The basic setup of the original four main characters 
was almost there in an early pitch which featured 
a team of scientific trouble-shooters: a mature 
hero and heroine, a child or teenage girl, and 
most importantly for the future, an eccentric older 
man. Somewhere in the process, with ideas being 
passed back and forth between Newman, Wilson 
and Webber, the premise of a time travel show 
emerged, as well as a name for the older man 
character — ‘Doctor Who’. 


Attention was also paid to the Doctor’s wonderful 
time-ship, with early concepts for its exterior including 
a ‘bubble’, invisibility, and changing its shape to fit 
in with the surroundings of each location the ship 
landed in. This latter idea was chosen, but with one 
budget-conscious refinement: the ship, as unreliable 
and temperamental as its pilot, would become stuck 
in a single form, something that was incongruous in 
the past or the far-flung future, but familiar to viewers. 
Something, perhaps, like a police box... 


Things really took off when the series was passed 
over to producer Verity Lambert, and she set 
about assembling her main cast and her first batch 
of stories. Experienced actors William Russell 
and Jacqueline Hill were cast as schoolteachers 
lan Chesterton and Barbara Wright, and Carole 
Ann Ford as Susan Foreman. In the crucial role 
of the mysterious Doctor, several actors were 
considered, but Lambert remembered seeing 
William Hartnell in This Sporting Life, a film 
released in early 1963 in which he had played a 
character far removed from his more usual roles. 
Hartnell eventually accepted the part of the 
Doctor because of the differences to the hard 
men he was more usually offered. 


Verity Lambert was later to become one of the 
most respected and influential figures in British TV 
and cinema via her work with Euston Films and her 


own Cinema Verity company. In 1963 she was the 
only female drama producer at the BBC, as well as 
the youngest at 28. In conjunction with her story 
editor, David Whitaker, she developed the format 
for the show as featuring three different story 
types — ‘forwards’, ‘backwards’, and ‘sideways 
in time’, the last being a category to cover 
more experimental scripts, such as Whitaker's 
The Edge of Destruction which only featured 
the regular cast and took place entirely within the 
confines of the TARDIS. The ‘backwards’ stories 
would give opportunities for the show to present 
an educational remit to the viewers, with regular 
journeys into Earth’s past. 


An Unearthly Child became the first transmitted 
episode of Doctor Who, a minute later than 
scheduled, on 23rd November 1963. 4.4 million 
people watched that first episode and saw two 
teachers investigating a mysterious student. 
Tracking her to a junkyard, they encounter a hostile 
old man, and find themselves whisked away from 
the London of 1963 to... where? 


Viewing figures would leap to over 10 million 
by the end of its second story. Landing on a 
radiation-torn world, the TARDIS crew were about 
to meet the creatures which would cement the 
show in the public imagination — the Daleks. 
With the introduction of the Daleks, Doctor Who 
became a household name, and the series, initially 
commissioned for a 13-week run, was extended to 
a full season. Doctor Who had arrived. 


© Evolution of the Doctor 

Over Doctor Who's original run, seven very 
different actors played the title role (plus an eighth 
in 1996's TV movie), with the show being made by 
various production teams, helmed by the duos of 
producer and story/script editor. This led to the 
tone of the series and the character of the Doctor 
changing, sometimes radically, down the years. 


The First Doctor was presented as a mysterious, 
sometimes even malicious unknown quantity, 
with lan and Barbara, the two teachers, providing 
audience identification. Gradually, over the 
first two years, the character mellowed, with 
Hartnell adding little moments of humour. 
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Verity Lambert departed after two years as 
producer, and her successors, John Wiles and 
Innes Lloyd, had different approaches. Wiles’ 
stories had a darker tone, whilst Lloyd took the 
series down a more science fiction-based route, 
with the historical stories phased out. 


Lloyd and script editor Gerry Davis also take the 
credit for possibly the one element which ensured 
Doctor Who's survival. When Hartnell became too 
ill to continue in the role, he was replaced, not by 
a lookalike actor, but by a completely new Doctor 
with a different appearance and personality. Now 
established as regeneration, the explanation was 
that the Doctor had ‘renewed’ himself, aided by 
the TARDIS. 


The new Doctor was played by Patrick Troughton 
as a younger, more whimsical character, though he 
showed a keen ruthlessness which he hid from his 
adversaries beneath a clownish guise. This era saw 
the refining of a formula: a small group of humans 
besieged by monsters. With appearances from the 
Cybermen, Yeti, Ice Warriors, and more, this period 
is known as the ‘monster era’ with good reason! 


In 1970, colour came to Doctor Who, along with 
a new Doctor, and the biggest change to the 
show's format since it began. The final Second 
Doctor story introduced his own people, the Time 
Lords, who had changed the Doctor's appearance 
and exiled him to Earth in the late 20th century. 
With the TARDIS disabled, the Doctor was forced 
into an uneasy partnership with the military UNIT 
organisation. The new Doctor was Jon Pertwee, 
who played the part as a flamboyant man of 
action with charm but also prone to rudeness and 
arrogance. 


Barry Letts and Terrance Dicks took Pertwee 
through five years, with many of producer Letts’ 
real-world concerns being addressed. These 
included commentary on racism, xenophobia, 
colonialism, big business, and pollution, with the 
Doctor siding with the oppressed. 


Letts’ successor, Philip Hinchcliffe, partnered with 
script editor Robert Holmes, oversaw the first 
three years of the Fourth Doctor, Tom Baker. This 


era saw the horror content increase, and though 
very popular, proved controversial, attracting 
criticism from some. Nevertheless, Baker became 
the most popular Doctor yet, with his eccentric 
character and long scarf still the definitive Doctor 
for many. Incoming producer Graham Williams 
was given the task of reducing the horror content 
and chose to replace it with humour. One of 
Williams’ script editors was Douglas Adams, who 
added his trademark wit to the series, helping 
maintain its popularity. 


After three years, John Nathan-Turner became 
producer for the remaining nine seasons of the 
original run, and Peter Davison would take the 
show into the 1980s as the Fifth Doctor, and 
into twice-weekly episodes for the next three 
years, which included Doctor Who's twentieth 
anniversary celebrations. 


As the Sixth Doctor, Colin Baker's take on the 
Doctor was a deliberate contrast to the Fifth. Loud, 
brash, and clad in a lurid costume, his era also saw 
a grittier feel, as led by script editor Eric Saward. 
Both Baker and Saward would depart after the 
Doctor was put on trial by the Time Lords. Their 
replacements were Sylvester McCoy and Andrew 
Cartmel. Initially taking a humorous approach, 
Cartmel sought to add some of the mystery back 
to the series, whilst McCoy's Doctor was a master 
manipulator from the sidelines of enemies and 
friends alike. 


© A Journey Through Time 

These two volumes attempt to do the impossible 
— collect all of the Doctor's many, many adventures 
together into a celebration of sixty years’ worth 
of amazing adventures. Hundreds of episodes, 
hundreds of stories, and thousands of years of 
travels through time and space, from the dawn of 
time and the birth of our planet to the very end of 
the Universe as the last star fades. 


This book looks at what is often called the ‘classic 
era’ of Doctor Who, from its humble beginnings 
up until its hiatus at the end of 1989. Each chapter 
details a different Doctor, exploring the recurring 
themes of that Doctor's era — whether that is the 
classic ‘base under siege’ story of the Second 


Doctor, or a reinterpretation of a classic of gothic 
literature from the Fourth Doctor stories. This 
gives Gamemasters an idea of how to style their 
games to make the adventures suit the tone of 
each respective Doctor. It doesn't mean you have 
to keep to a certain style for a certain Doctor in 
your games, but it'll certainly help you capture the 
feel of one of their stories. 


Each chapter also provides stats for each Doctor's 
most iconic and recognisable companions, 
updated to Second Edition. In some cases, that 
Doctor had so many great companions, and there 
just isn’t enough room to detail them all. 


These chapters also provide a brief summary 
of the Doctor's adventures. If you'd like to know 
more about each individual story or the many 
villains and aliens the Doctor has encountered on 
these adventures, we’d recommend looking at the 
individual Doctor Sourcebooks. While these are 
only available for First Edition rules, you can use 
the conversion guidelines in the Second Edition 
core rulebook. 


THE LUSTRE OF STARLIGHT 


Each chapteralsocontainsa brief adventure 
themed for that individual Doctor. Each 
adventure can be played in any order as 
they are self-contained, but they are linked 
by a mysterious diamond, the Taaron Ka. 
These adventures are guidelines and 
outlines to inspire Gamemasters, allowing 
them to expand and develop the story as 
they wish, leading to the most epic multi- 
Doctor story that spans thousands of years! 


A final chapter in the story can be found 
in Book Two, which should be played last, 
finishing off the epic story of the Taaron 
Ka diamond, celebrating sixty years of 
adventure through time and space. 


THE FIRST | 
z DOCTOR 


© Introduction 

‘| tolerate this century but | don’t enjoy it. Have 
you ever thought what it’s like to be wanderers 
in the fourth dimension, have you? To be exiles? 
Susan and | are cut off from our own planet without 
friends or protection. But one day we shall get 
back. Yes, one day... One day...’ 


It all began on a November night in 1963. Two 
school teachers followed one of their students, 
a strange girl called Susan Foreman, back to the 
junkyard she called home. There, they found a 
police box that was bigger on the inside and a 
cantankerous old vagabond who claimed to be 
Susan's grandfather. 


Hewasa wanderer, anexile in the fourth dimension, 
a Lord of Time. The ultimate renaissance man, he 
was an enigma. A complete mystery. A man — at 
least in this incarnation — of wisdom and moral 
standing. Why he was there, who he was, was 
unknown. It wouldn't be until future incarnations 
that we'd learn who the Doctor was, and about 
Time Lords, Gallifrey, regeneration, and more. 


All we knew was that he was the Doctor, and 
from that junkyard, with those teachers, and his 
granddaughter, they saw all of time and space. A 
thousand adventures, seen and unseen, followed 
on from that cold November night. 


From there, the travellers would see Earth’s past, 
distant planets, worlds devastated by conflict, 
and the strangest of alien cultures. It was just the 
beginning of what, at least from our perspective, 
would be sixty years of adventures that would 
take the Doctor and a host of companions from 
the dawn of time to the very end of the Universe 
and beyond. 
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© The First Doctor's Era 


Q Who is the First Doctor? 

‘Back when | first started, at the very beginning, 
I was always trying to be old and grumpy and 
important, like you do when you're young.’ 


Once upon a time, a daft old man stole a magic 
box and ran away with his granddaughter. 


Of course, calling the First Doctor ‘a daft old 
man’ probably wouldn't go down well. He was 
a scientist, a genius, a citizen of the Universe 
and a gentleman to boot... which translates as 
a ‘grumpy, daft old man’ who might, one day, 
appear randomly on your world and save the 
day. The First Doctor's directionless wanderings 
brought him and his companions to many different 
alien worlds and historical periods, all filled with 
danger and intrigue. The great spirit of adventure 
began when those two teachers stepped into that 
fabled junkyard! 


Later incarnations of the Doctor invite interesting 
people to travel with them on the TARDIS, to see the 
galaxy through their young eyes and to feel wonder 
again. The First Doctor appears old, but he’s by far 
the youngest of the Doctors (obviously), so he doesn't 
want companions for that. He is quite content to 
wander the Universe with Susan, especially as she 
indulges his curiosity and hardly ever argues with him. 


While this incarnation of the Doctor may like some 
people — scientists and young people, mainly — 
he’s a cantankerous and self-important, intelligent, 
imperious but somewhat dotty old man. He 
switches between Father Christmas and a grump 
according to his whim. 


Arguments and disagreements between the 
TARDIS travellers can be much more bitter and 
long-lasting than in later years. The Doctor has to 
be forced to intervene in many cases; in others, 
he deliberately manipulates events to satisfy his 
own curiosity. It’s hard to imagine a later (wiser) 
incarnation sabotaging his own TARDIS to strand 
the travellers in a dangerous swamp just so he can 
investigate an alien city. 


This Doctor is also physically frail. While he 
does occasionally demonstrate superhuman 
endurance or strength, he is easily winded and 
has to rest frequently. He frequently does things 
that absolutely infuriate the other characters 
(from ‘we shall help these aliens instead of the 
humans, for | have no loyalty to your species’ to 
‘| shall spend my time tinkering with this scientific 
phenomenon instead of dealing with the more 
pressing problem’). The Doctor should never, ever 
explain himself to the troublesome children he 
finds himself babysitting across time and space. 


Q Who are the Doctor's Companions? 

The Doctor's companions can be divided into two 
groups. There are the young replacements for 
Susan, like Vicki or Dodo, who the Doctor takes with 
him because he misses his granddaughter. These 
bright young people are innocent, enthusiastic, 
and kind, and they rarely disagree with the Doctor 
or force him to intervene. 


Then there are the older travellers — lan and 
Barbara, Steven and so on — who argue back. 
They don’t accept the Doctor's age and wisdom, 
they challenge his self-image as the wisest man in 
the room, and they demand he intervene, forcing 
the Doctor to break his own rules about non- 
interference. He respects the skills and passions of 
these companions even as they irritate him to high 
heaven. These companions often take the lead 
when dealing with the situations the TARDIS brings 
them to, and can be more ‘heroic’ than the Doctor. 


lan, Steven, and Ben are all surprisingly good at 
fighting (well, not so surprising for Steven) and 
can disarm guards and steal weapons, but combat 


(as always) is rarely the first option. 


Note that all of the Doctor's companions — bar 
Susan — either come on board accidentally or are 
rescued. The Doctor does not invite people to 
travel with him. In fact, he’s usually quite grumpy 
about having them on board initially, though often 
grows to appreciate having them around. 


Any new companions your players create for 
play during the First Doctor's era should fall into 
these same categories. They should be young 
(and somehow remind the Doctor of Susan, be 
interested in science, or in some other way appeal 
to the Doctor's better side) or else older and much 
more argumentative. They should either find their 
way onto the TARDIS accidentally as stowaways 
or by assuming that it is a real police box, or they 
should be encountered as part of an adventure. 


It is the time-honoured duty of the companion to 
wander off and get into trouble, or to meet someone in 
desperate straits who needs saving, or to get captured 
and learn vital bits of plot. Likewise, it is the Doctor's 
burden to rescue people from their own foolishness... 


© Themes of the First Doctor's Era 

The TARDIS in this era is... unreliable, to put it 
mildly. The Doctor tries to drop lan and Barbara 
off in 1966, and the closest he gets is the Reign 
of Terror in France. He has many excuses. First 
and foremost, the TARDIS is old and still in need 
of repair. Once the Doctor borrows a component 
from the Meddling Monk’s TARDIS, he is able to 
steer the ship right back to Kembel, suggesting 
that the main problem is the dilapidated control 
mechanisms. Second, the Doctor may have left his 
notebook (containing the key codes to the various 
systems) in 100,000 BCE, which means he is now 
guessing which code means what, and his memory 
is not... not... not faulty at all! Just like the TARDIS! 


Third, the Doctor prefers to make calculations and 
observations before taking off — and he rarely has 
time for that. Usually, the companions pile back into 
the TARDIS and flee some ongoing threat instead 
of taking the time to do painstaking calculations 
with the astral map. 


So, cast aside any thoughts of going on holiday 


to nice planets or visiting your favourite historical 
figures, and just go with the flow of the Vortex. 
The TARDIS may eventually go where the Doctor 
wants to go, but only after multiple false starts and 
detours. The ship gets the travellers from one place 
to another, equally perilous place. Anything more 
than that calls for spending lots of Story Points. 


Also, to maintain the tone of a First Doctor adventure, 
stay away from any mention of the Time Lords 
or Gallifrey. Leave the Doctor's past and people 
‘offscreen’. They are wanderers far from home and 
do not expect to meet any others of their kind again. 


Q The Faulty TARDIS 

Not only is the TARDIS unreliable, it’s downright 
dangerous. Components break with alarming 
frequency — in the Doctor's adventures, we see the 
TARDIS lose life support and internal temperature 
control, shrink to the size of a matchbox (along 
with its occupants), nearly drive everyone insane 
with telepathic warnings, and blow its fluid links 
and other key systems on every third planet. 
Even on the very first trip with lan and Barbara, 
it knocks everyone on board unconscious. 


It’s like a rattling old car with a temperamental 
engine, doors held on with string, and an alarming 
smell of burnt wiring. 


Q The ‘Swinging’ 60s 

‘Now’ for the First Doctor is the 1960s. Any 
‘contemporary’ characters should come from 
this era. The Beatles are the coolest thing in the 
Universe, supercomputers have lots of magnetic 
tapes and blinking lights, and England just won 
the World Cup. Stories set on present-day Earth 
should take place in the 1960s, leaving the 21st 
century for rocket-powered space exploration 
and Dalek invasions. Susan picked the middle 
of the 20th century out of all of time and space 
to live in. 


G Where Are We? What's Going On? 
Future incarnations of the Doctor know pretty 
much everything there is to know about alien 
invaders and distant planets. He pokes his head 
out the door and announces to his companions 
that they've arrived on Helegropo 6, where the 
inhabitants are living sound waves. He spots the 
alien and can instantly give a potted biography of 
the species, complete with their one weakness. 
He's seen it all before. 


Not so for the First Doctor. While he does 
sometimes run into familiar planets and species 
(for example, he recognises the approach of 
Mondas in The Tenth Planet, and he visited 
Dido and Mira previously on his travels), 
most of the time he’s in unfamiliar territory. 
That means that the Gamemaster should stay away 
from convenient info-dumps through Knowledge 
rolls. The characters have to go out and ask where 
they are and what's going on instead of asking the 
Doctor or consulting the TARDIS database. This 
means that First Doctor stories are inevitably going 
to be slower and involve more talking instead of 
jumping straight to the action. 


Instead of trying to wrap a whole adventure up in 
one or two game sessions, give the players plenty 
of time to investigate. Expect to spend the first 
session of a new adventure just introducing NPCs 
and factions. Look at adventures like The Daleks 
or The Massacre, or The Tenth Planet as models. 


In each case, there’s a lengthy period of wandering 
and meeting friendlies before actual danger shows 


up. 


This slower pace also allows for more complicated 
plots. Have multiple groups and factions involved. 
The Web Planet, for instance, isn’t just about the 
conflict between the Menoptera and the Animus 
— it also brings in the Zarbi and the Optera. 
Develop rich, complicated settings instead of 
paring everything down to the bare bones. Add in 
characters that don't have an immediate function 
in the plot, and throw in elements that don't seem 
immediately relevant. Give the story room to grow 
as you play through it. 


G The Grand Scope 

One hallmark of the First Doctor era is the sheer 
scale of his adventures. Obviously, epics like 
The Daleks’ Master Plan encompass many worlds 
and have a huge cast of supporting characters, but 
this Doctor also tends to spend more time at each 
place he visits. The Romans and Marco Polo, for 
example, take place over several weeks. 


Think big. No, bigger than that. Let the characters 
stay in one place for months of game time, or 
bounce them between half a dozen different 
places linked by a big overarching plot. When the 
First Doctor visits an alien planet, his actions and 
those of his companions literally change the world. 


Q Alien Cultures, Not Alien Monsters 

That big scope and slow development means that 
the First Doctor’s adventures often delved into 
the depths of an alien culture instead of just facing 
alien creatures. Every alien encountered should 
have a backstory and a place in the world; even 
the villains have compelling reasons to do what 
they do. The First Doctor’s encounter with the 
Cybermen, for example, has him facing enemies 
who are oddly noble from one perspective. 


Instead of just coming up with a monster to 
threaten your players, give them a culture 
to interact with. The First Doctor approach 
draws from classic science fiction and historical 
travelogues, so take the time to explore each 
world you land on. 
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© The First Doctor's Adventures 
England, 1963. 

Two school teachers, lan Chesterton and Barbara 
Wright, were fascinated by one of their students, 
Susan Foreman. At times, Susan was brilliant — 
she knew more about physics and chemistry than 
Chesterton did, although she occasionally blurted 
out answers that seemed either nonsensical,or 
beyond comprehension when she talked about 
higher dimensions and future discoveries. 
In Barbara's history class, Susan was equally 
unpredictable. She knew the oddest details 
about history but was also ignorant of basic facts 
about modern-day culture. The girl tried to fit in 
and seemed otherwise normal, but there was 
something uncanny about her. 


The two teachers followed Susan to her home 
address, which turned out to be a junkyard at 
Totter’s Lane. Searching the yard, they found a 
strangely out-of-place police box which seemed 
to hum. Their investigation was interrupted by a 
strange old man, Susan's grandfather: the Doctor. 
He attempted to convince them to leave, and told 
them they were mistaken when they thought they 


heard Susan's voice, but lan suspected the old 
man had kidnapped the girl and barged into the 
police box. 


lan and Barbara were amazed to discover that the 
inside of the box was far larger than its exterior 
could possibly allow. They had discovered 
the Doctor's ship, which Susan referred to as 
the TARDIS — Time And Relative Dimension 
In Space. 


Susan pleaded with her grandfather to let the two 
teachers go, to trust them to keep what they've 
seen secret, but he refused. She even threatened 
to leave with the teachers, and in response, 
the Doctor activated the ship. The TARDIS flew 
a hundred thousand years back in time, and 
materialised in the Palaeolithic era. 


After finally escaping captivity from a tribe who 
demanded the travellers reveal the secrets of 
fire, the TARDIS materialised on the alien world 
of Skaro. The Doctor's curiosity led them to 
investigate a strange alien city, home to one of 
the most dangerous species the Doctor would 


encounter — the Daleks. Suffering from radiation 
sickness, they still managed to aid the Thals in 
halting the Daleks’ plans. 


Attempting to return lan and Barbara home, a fault 
in the TARDIS landed them back on Earth in 1289. 
The TARDIS still damaged, they joined the caravan 
of the legendary Marco Polo, and travelled for 
weeks across the Gobi Desert to the heart of what 
was then known as Peking. There, the Doctor had to 
challenge Kublai Khan to a game of backgammon, 
while an assassination plot was foiled, in order to 
get the TARDIS back. 


A complex sequence of trials — physical, mental, 
and even legal — on the planet Marinus led the 
TARDIS back to Earth in another attempt at 
returning lan and Barbara home. A little closer 
to the 1960s than before, the TARDIS arrived 
in Mexico in the 15th century, where the Aztecs 
mistook Barbara for the reincarnation of their 
ancient priest Yetaxa. There was an emotional 
and moral conflict as Barbara tried to end the 
unnecessary sacrifices to appease the gods. After 
another adventure deep in space, encountering 
the Sensorites of the Sense-Sphere, the TARDIS 
returned to Earth once more. Again, a little closer 
to their home time period, the travellers arrived in 
18th century France, at the height of the Reign of 
Terror during the French Revolution, where they 
were lucky to escape without losing their heads! 


Stumbling from one dangerous encounter after 
another, the TARDIS landed on Earth in the 22nd 
century only to discover a London under the 
control of the Daleks. After helping overthrow 
their Dalek oppressors, Susan found love within 
the human resistance, and the Doctor left her 
behind. After rescuing Vicki from the planet 
Dido, they investigated a murder in Ancient 
Rome, where the Doctor was almost fed to the 
lions before they escaped while Rome burned. 
They helped defeat the Animus on the planet 
Vortis, joined King Richard during the crusades, 
and started a revolution in the Space Museum 
on planet Xeros before catching the attention 
again of the Daleks. Discovering the Dalek time 
machine, the travellers were pursued across time 
by their metal-clad nemeses — to New York in 


1966, the Mary Celeste in 1872, an amusement 
park in 1996, and to the planet Mechanus. 
Despite deploying a robot duplicate of the 
Doctor, the Daleks’ plan was unsuccessful. They 
picked up Steven, a prisoner of the Mechanoids, 
and managed to escape, while the Dalek time 
machine allowed lan and Barbara to finally return 
home to Earth in the 1960s. 


The Doctor encountered a fellow Time Lord, 
though the name isn't used, in the form of the 
Monk, a temporal meddler trying to change the 
course of history by halting the Viking invasion in 
1066. His plans were foiled by the Doctor, leaving 
the Monk stranded in 1066 for the time being. 
The Doctor, Vicki, and Steven continued their 
adventures, defeating the cloned Drahvin who 
were desperate to destroy a friendly species and 
steal their ship. They were then captured by the 
Greeks and Trojans during the Trojan War, where 
Vicki left to be with Trollus. Steven was injured in 
the fighting, wounded by a Trojan soldier, but a 
handmaiden named Katerina helped him to return 
to the TARDIS. 
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It would not be long before they encountered the 
Daleks once again in an epic battle through time 
and space, with tragic results. The Guardian of 
the solar system Mavic Chen, in alliance with the 
Daleks, planned to build the Time Disruptor, the 
Daleks’ most dangerous and formidable weapon. 
The Doctor managed to steal the Taranium 
required to fuel the device, and tricked the Daleks 
with a fake Taranium Core. The Daleks, with the 
help of the meddling Monk, chased the Doctor to 
Ancient Egypt, and eventually to Kembel where 
the device was finally activated with horrific results. 
The Daleks were destroyed by their own weapon, 
and the Doctor and Steven managed to escape, 
still reeling from their losses. 


Gaining a stowaway in the form of Dodo Chaplet, 
they helped the Monoid occupants of a generation 
ship Dodo named ‘the Ark’ when her common cold 
virus spread throughout the ship, infecting the 
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Monoids who have no immunity to the disease. The 
danger continued as the TARDIS was targeted by 
a powerful force known as the Toymaker, intent on 
forcing the occupants to play a series of games with 
their very existence riding on the outcome. Surely 
it’s unlikely that such a powerful and formidable 
force would ever return to challenge the Doctor? 


Seeking aid to relieve the pain of a toothache, the 
Doctor arrived in the most unlikely of places to find 
a dentist — Tombstone, just before the events of 
the legendary gunfight at the O.K. Corral. Having 
slipped away as the gunshots rang out, they travelled 
to a distant planet in the future where Steven left the 
TARDIS to act as a mediator between the oppressive 
Elders and the ‘savages’ outside of their city that 
they were exploiting. Dodo seemed heartbroken 
by Steven’s departure and decided to stay in 
London in 1966 when the Doctor faced the military 
supercomputer WOTAN (Will Operating Thought 


ANalogue). With the help of Royal Navy seaman 
Ben, and secretary Polly, the computer's plans for 
world domination through hypnosis and the secret 
manufacturing of ‘war machines’ were thwarted. 


Venturing to 17th century Cornwall, the Doctor and 
his companions met pirates and smugglers, before 
landing at the South Pole in 1986 at a base called 
Snowcap. When a mysterious planet approached 
Earth, the Doctor identified it as Earth's long- 
lost twin planet — Mondas. Mondas started 
draining the energy from Earth, and the invading 
planet's inhabitants, the Cybermen, descended. 
They aimed to take over, taking humans back to 
Mondas to convert them into more Cybermen, 
and destroying the Earth with the energy drain 
that would save Mondas. The Doctor, Polly, and 
Ben, managed to stop the Cybermen, and Mondas 
was destroyed, but the massive transfer of energy 
between the planets took its toll on the Doctor. 


‘This old body of mine is wearing a bit thin’ — 
The Doctor staggered back to the TARDIS. He 
knew what lay ahead of him, but he refused to 
regenerate. It is here that he encountered a 
future incarnation of himself, the Twelfth Doctor, 
in a similar state, also refusing to regenerate. 
Encountering Testimony, a ship created on New 
Earth that gathers people just before their deaths 
to record their memories in glass avatars, the 
two incarnations of the Doctor witnessed the 
Christmas Armistice on the battlefields of 1914. 
Understanding what was ahead, and the impact 
the Doctor has on the Universe in the future, the 
First Doctor came to terms with the inevitable. 
The Doctor returned to Snowcap and to Ben and 
Polly, and collapsed to the TARDIS floor. With that 
the Doctor was engulfed in light and regenerated 
into what we know as the Second Doctor. 
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Q lan Chesterton 

‘I'm sorry, Doctor, but you rattle off explanations 
that would have baffled Einstein and you expect 
Barbara and | to know what you're talking about.’ 


A science teacher at Coal Hill School, lan 
Chesterton is very sceptical about some of the 
strange concepts opened up to him when he first 
stepped into the TARDIS. As a scientist, he wants 
to understand the advanced physics and theories 
of time travel, and employs a great deal of common 
sense when trying to understand his situation. He 
is determined, strong-willed, and brave — brave 
enough to even be knighted by King Richard 
the Lionheart! He is protective of Barbara, and is 
especially determined to get both Barbara and 
himself safely home to Earth in 1963. 


IAN CHESTERTON 


CONCEPT: 
Curious Science Teacher 


FOCUS: 
Protection 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 2, Conflict 2, Convince 2, 
Craft 1, Intuition 2, Knowledge 3, 
Medicine 1, Science (Chemistry) 3, 
Subterfuge 2, Survival 2, 
Technology 2, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 


Q Barbara Wright 
‘We had time taken away from us, and now it's 
been given back to us... because it’s running out.’ 


Barbara Wright is a history teacher at Coal Hill 
School, curious about the strange pupil who seems 
to have knowledge of future events. Like lan, she 
is strong-willed and determined, but driven more 
by instinct than her science-based colleague. She 
is a calming influence in the TARDIS, often trying 
to defuse the many disagreements between lan 
and the Doctor. Her knowledge of history makes 
her a valuable resource during the frequent trips 
into Earth’s past, and she enjoys witnessing these 
historical events firsthand — though, like lan, she 
is determined to return home to her own time. 


BARBARA WRIGHT 


CONCEPT: 
Strong-willed History Teacher 


FOCUS: 
Determined 


STORY POINTS: 12 


Awareness 3, Coordination 2, 
Ingenuity 3, Presence 3, 
Resolve 5, Strength 2 


SKILLS: 
Athletics 1, Conflict 1, Convince (Bluff) 3, 
Craft 1, Knowledge (History) 3, 
Medicine 1, Science 2, Subterfuge 3, 


Survival 1, Technology 1, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 


G Susan Foreman 

‘Grandfather and | don’t come from Earth. Oh, it’s 
ages since we've seen our planet. It’s quite like 
Earth, but at night the sky is a burned orange, and 
the leaves on the trees are bright silver.’ 


Susan, as far as we know, is the Doctor's 
granddaughter, though whether this is actually the 
case is unknown. If she really is Gallifreyan, there's a 
very good chance that Susan Foreman is not really 
her name, and simply an alias chosen so that she 
can blend in with the time and place she is drawn 
to. She seems like a regular 15-year-old, curious 
and into pop music, but her knowledge is unearthly, 
and at times she has displayed telepathic abilities. 
Though apparently young, she is emotional, and 
when the Doctor notices her feelings for resistance 
fighter David Campbell, he chooses to leave her 
behind to have a normal life. 


SUSAN FOREMAN 


CONCEPT: 
The Doctor's Granddaughter 


FOCUS: 
Explore 


STORY POINTS: 10 


Awareness 3, Coordination 2, 
Ingenuity 5, Presence 2, 
Resolve 2, Strength 2 


SKILLS: 
Athletics 1, Convince 1, Knowledge 3, 
Medicine 2, Science 4, Subterfuge 2, 
Survival 1, Technology 4 


DISTINCTIONS: 
Gallifreyan - telepathy, psychic, alien, 
and can sense when something 
is wrong with the Universe. 


WEAPONS: 
None 


TECH LEVEL: 10 


Q Polly Wright 
‘But we cannot live with you, you're different! 
You have no feelings!’ 


Polly is from London in the 1960s andis a hip, young, 
fun-loving secretary when she first meets Ben and 
joins the Doctor on his travels. Initially, we're not 
told her last name, almost as if that doesn’t matter. 
But don't let her happy-go-lucky and often teasing 
behaviour fool you — she’s smart, quick to help, 
loyal, and far more than just a pretty face. She can 
be serious as well, especially when her friends are 
in danger. She has a real affection for Ben, and it is 
revealed many years after her adventures with the 
Doctor that she and Ben have set up an orphanage 
in India. 


POLLY WRIGHT 


CONCEPT: 
Hip Young Secretary 


FOCUS: 
Fun 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 3, Presence 3, 
Resolve 3, Strength 2 


SKILLS: 
Athletics 1, Conflict 1, Convince 2, 
Craft 1, Knowledge 2, Medicine 2, 
Science 1, Subterfuge 2, 


Technology 1, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 
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THE ARST DOCTOR G The First Doctor 


‘A citizen of the Universe. And a gentleman to boot. 


r 


CONCEPT: 


Cranky Yet Caring Time Lord 
The First Doctor really is a mystery. Just who is this 


FOCUS: strange, elderly man? What is he even a doctor 

Explorer of? He can be brash, cranky, and a little abrasive, 

STORY POINTS: 8 finding the idea of having to travel with these 

pesky humans a bit of a chore. However, over time, 

Awareness 4, Coordination 3, he comes to accept his travelling companions as 

Ingenuity 7, Presence 5, just that — companions, rather than annoying 
Resolve 6, Strength 1 stowaways on his time ship. 


SKILLS: . . h int th k hi f 
Conie: 2, Conine 4 CA He is secretive, to the point that we know nothing o 


Knowledge 4, Medicine 1, Science 5, Time Lords or Gallifrey. Whether he wants to keep this 

Subterfuge 4, Survival 1, information to himself, or if he thinks that these mere 
Technology 4, Transport 2 humans lack the intelligence to fully comprehend 
these concepts, is just as big a mystery. 


DISTINCTIONS: 
Time Lord — connected to the Vortex, 


able to regenerate. The most important thing to the Doctor, and 


something that doesn't really change over many 
Experienced — increased Attributes incarnations, is his love of the TARDIS. Along with 
and Skills Susan, the TARDIS is the most precious thing to him, 
and it is just the beginning of a long relationship 
and a deepening connection with the ship itself. 
Though the TARDIS at this time is faulty and almost 
TECH LEVEL: 10 uncontrollable, sending the travellers randomly 

through time and space, the Doctor is dedicated 

to repairing the ship, and using it to satisfy his 


WEAPONS: 
None 


curiosity about the wonders of the Universe. 


© The Lustre of Starlight 


G Intro 

The Doctor, lan, and Barbara are in the TARDIS 
console room when a warning light begins to flash. 
The time machine is being pulled off course, a 
mystery the Doctor cannot stop despite his best 
efforts. When Susan enters, she tells the others 
that she has been feeling unwell — symptoms 
that sound much like vertigo. Wondering if the 
two events are related, the Doctor lets the TARDIS 
have its way; it materialises on Earth — 5th century 
India to be precise — in an underground cavern. 
They set forth to explore the surroundings. 


G Act One 

The characters wander within a labyrinthine series 
of natural catacombs running under what is now 
the state of Andhra Pradesh in the southeast of the 
county; whichever way they go seems to lead them 
back to the TARDIS. The sounds of hammers and 
picks always seem to be just around the next corner. 
Occasionally the tunnels shake, and dust and rocks 
fall to make progress difficult, as if the earth itself is 
angered by their intrusion. These tremors gradually 


POLICE "cn 


build in strength as the unseen miners draw closer to 
their goal: a fabulous diamond known as the Taaron 
Ka that is said to be the remnants of a star that fell 
from Svargaloka, one of the Hindu heavens. 


When the worst of the earthquakes strikes, the 
characters can only watch in despair as the TARDIS 
is buried in rubble. It is clear to all that they will 
need mining equipment, and help from the miners 
themselves, if they are to uncover the TARDIS. The 
earthquake has also split the rock making a fissure 
wide enough for someone to squeeze, through which 
they can see the vast scale of the mining operation. 
The workers, including women and children, are being 
cruelly treated; all too often the unmistakable crack of 
whip echoes followed by a tortured wail of protest. 


Suddenly, a grinning guard appears at the fissure. 
When the characters turn, they see others approaching 
from an unnoticed gap in the rock. Encourage the 
players to have their characters split up — this way 
they can hide in small nooks and avoid the guards 
— but have Susan trip (a plot device that should be 
rewarded with Story Points) and be captured, clapped 
in irons, and forced to work in the mines. 
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GUARD 


CONCEPT: 
Badly Paid Thug 


FOCUS: Survival 
STORY POINTS: 2 


Awareness 2, Coordination 3, 
Ingenuity 2, Presence 2, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 2, Conflict 2, 
Intuition 1, Medicine 1, Survival 3 


DISTINCTIONS: 
None 


WEAPONS: Sword (Strength +2 damage) 


TECH LEVEL: 2 


Q Act Two 

The leader of the miners, Agastya, is a brute of 
a man whose greed is fuelled by the legends of 
wealth and power around the Starlight diamond. 
Yet, he is charismatic, and his men follow him with 
unswerving loyalty. He cares not about the origins 
of the characters or their strange appearance; they 
are merely tools to use in his obsessive quest. 
Susan is chained alongside a teenage boy, who 
introduces himself as Aryabhata — he will grow to 
become a famed mathematician and astronomer, 
and is already starting to show his intelligence. 
Aryabhata has a plan to escape, but as yet, nobody 
is willing to take the risk, as any previous escapees 
have been caught and made a terrible example of. 


The other characters need to reach Susan while 
simultaneously avoiding the guards. It won't be 
too difficult, as Agastya can only spare a handful 
of men from their mining duties. There are natural 
hazards to avoid, too; in places the floor has 
cracked to form pits, and other obstacles need 
to be climbed. After a while, if the characters 
have avoided capture, the few guards give up and 
return to Agastya, telling him the characters are 
lost. Their leader does not care: a shout of triumph 
echoes throughout the mine — the diamond has 


AGASTYA 
CONCEPT: Greedy Mine Owner 
FOCUS: Power 
STORY POINTS: 5 


Awareness 3, Coordination 3, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 3 


SKILLS: 
Athletics 2, Conflict 2, Convince 3, 
Intuition 2, Knowledge 2, 
Subterfuge 2, Survival 2 


DISTINCTIONS: 
None 


WEAPONS: Dagger (Strength +2) 


TECH LEVEL: 2 


been found! Aryabhata has uncovered it and, as 
he carefully takes the gem from the rock face, a 
faint glow emits from within it. Susan can sense 
something otherworldly about the diamond. 
Instantly, her mind is overloaded with thousands 
of whispering voices before she collapses 
unconscious as the light of the diamond fades. 


The other characters can rest and take stock of their 
situation. Whatever they decide, light appears from 
a side tunnel and calm voices are heard. A party of 
half a dozen men appear, all tired and bedraggled, 
saying they are escapees lost on their way to the 
surface. They mention Susan's predicament, saying 
she set them free. The escaped miners are easily 
persuaded to help rescue Susan and, if asked, agree 
to obtain the equipment needed to free the TARDIS 
from its rocky confines. These ‘escapees’ are actually 
Agastya's guards hoping to capture the characters. 


Susan wakes up to find herself released from her 
bonds, with Agastya anxiously watching her. He 
is uncharacteristically gentle as he attempts to 
cajole information, asking how she has such power 
over the diamond — of course, she knows nothing 
about it. Eventually frustrated, he arranges to have 
her taken to the surface with him; his plan is to get 


to the coast and sail away. Aryabhata has escaped \ 

(along with any other characters) but sees Agastya Sr À à 
4 \ af 

leave the mine with Susan in tow. f iei 


Meanwhile, the separated characters find their way Ses F r a a 
to meet with Aryabhata who tells them what has y 5 
happened. He knows a quick way to the surface, ‘4 ch Moy Wo 

as he has memorised the mine layout, and believes 4 A / i N J 

they can cut Agastya off. Before they can do so, ENA Xi ee s 

the ‘escapees’ reveal themselves to be guards (if xg k | 
Aryabhata doesn't already recognise them) under IN E A Sr, LEE 
orders to kill Susan’s friends. Swords are drawn, and Pre / i f / E ; i 

battle commences, with the characters pressed NN 
ever backwards and having to use anything at 4 pr À 
their disposal as weapons. They have plenty of , E ; 
opportunities for heroics and swashbuckling action a 
but, outnumbered and outmanoeuvred, they are ; JAA E Ea kre €E 
forced into a corner and any chance of getting to i À 

Susan seems lost forever. 


Q Act Three j i 4 pE 
Using the fight as a distraction, Aryabhata starts =: Gr À #4 of Ae # 
freeing the miners, who defeat the guards before E - 2 A og 
they can finish off the characters. The remainder We 4 HR ee z oe eo ” 
of the miners are released, and the characters and á H: K F $ J Sn 
Aryabhata can pursue Agastya. The earthquake Er? r Oe 
has sealed off some of the tunnels and made i 4 
others treacherous, and more tremors result in d 

rock falls to be avoided. Should they head in the pe ; 
wrong direction, the characters hear Susan shout. x | 
As daylight becomes visible, Agastya orders the 

remaining guards to stay behind and stop anyone 

leaving the mine. Now that they are alone, Susan 

attempts to persuade Agastya to release her, 

but his obsession is beyond reason; he places the 

diamond in her hands and as it glows — perhaps Py | 
this is more than coincidence — another earthquake | 
starts, the worst so far. Susan hears the whisperings 

again, telling her the stone is not for human hands. 
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Agastya is distracted, allowing Susan to escape 
with the diamond to a nearby cliff edge. Susan 
can throw the diamond into the sea; if she does, 
Agastya dives in after it, unlikely to survive. 
Otherwise, Agastya tries to wrestle the diamond 
out of Susan's hands, but slips in doing so, tumbling 
with the diamond into the sea. Back in the mine, 
the last earthquake has released the TARDIS from 
its confines. 
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C HAPTER TWO 


THE SECOND 
DOCTOR 


O Introduction 

‘I've been renewed have I? That's it, I’ve been 
renewed! It’s part of the TARDIS. Without it 
| couldn't survive.’ 


When Ben and Polly first met the Doctor, he was 
a crotchety old man in Edwardian clothes who 
owned a machine capable of travelling through 
time and space. While he claimed to be an alien, 
there was nothing to suggest that he was anything 
more than a wise old man. They had become used 
to travelling in time, but the Doctor had never 
removed them from Earth. 


During his previous adventure, the Doctor seemed 
a bit more tired than usual and, after foiling the 
Cybermen’s plans, he made a hasty retreat to his 
TARDIS. Ben and Polly followed behind and walked 
in just as an exhausted Doctor collapsed to the floor. 
As the two companions watched incredulously, the 
old man began to transform into someone else as 
the ship took them to their first alien world... 
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© The Second Doctor's Era 


Q Who is the Second Doctor? 

The Doctor in his first incarnation was an irascible 
old man who often wandered into trouble out 
of sheer curiosity. It often fell to his companions 
to be the true heroes, urging the Doctor to take 
action rather than just slip away in the TARDIS 
and let history take its course. He understood the 
implications of temporal interference and avoided 
conflict whenever possible. 


It is telling that, in his last adventure, the First 
Doctor’s plan was to do nothing and let events 
unfold naturally, as he already knew that the 
Cybermen would not succeed. 


To Ben and Polly’s horror, the exhausted Doctor 
collapsed in his TARDIS and underwent a startling 
transformation. In place of the stern, authoritarian, 
distinguished schoolmaster was a short, rumpled 
man with a mop of hair and fingers too thick to wear 
the First Doctor's ring. His ill-fitting clothes made 
him look more like a tramp than the Edwardian 
gentleman of his previous self. 


While Polly was quicker to accept the new Doctor 
as the same man, the regenerated Time Lord did 
little to help. He referred to the First Doctor in 
the third person and had no recollection of some 
recent events. 


While the Doctor certainly has difficult 
regenerations in his future, this one seems the 
worst. While this could be chalked up to being the 
first regeneration, another likely reason is the fact 
that his previous incarnation’s body had worn out. It 
had been deteriorating for years (perhaps decades 
or even centuries), and so there was more for the 
regenerative process to handle. The ‘renewed’ 
Doctor helps his mental regenerative process 
along by reading his 500-year diary. By the end of 
his 14-hour regenerative cycle (and the defeat of 
the Daleks), the Doctor seems fully recovered. 


Unlike his previous incarnation, the Second Doctor 
prefers a more active role in investigating and 
fighting evil. Even before his first regeneration 
is complete, he impersonates a murdered Earth 
Examiner on Vulcan to discover the truth behind the 
crime. The appearance of the Daleks only steels his 


resolve. He carries this crusading spirit throughout 
his adventures, often refusing to slip away in the 
TARDIS even when convenient to do so. Indeed, at 
his own trial, the Doctor defends his active efforts to 
do what was right as the proper thing to do. 


In short, the Second Doctor is a hero. 


Q Who are the Doctor's Companions? 
Unlike his previous incarnation, the Second 
Doctor genuinely enjoys having people aboard 
the TARDIS for company. He adopts a mentoring 
attitude, helped by the fact that his new 
companions are either technologically primitive 
or young and inexperienced. 


Still, he allows them to make their own decisions 
regarding whether to stay with him; the Second 
Doctor won't persuade them either way (although, 
in Victoria’s case, he elects to remain a day in case 
she changes her mind). 


When the Doctor regenerated, he still had Ben 
Jackson and Polly Wright on board the TARDIS, 
and they continue with him for a little longer. Ben 
isn't as accepting of the regeneration as Polly, at 
least initially, as the Doctor appears and acts so 
differently. However, it isn’t long before the Doctor 
is joined by James McCrimmon, a Highlander from 
1746 better known as Jamie. The young piper 
remains with the Doctor after Ben and Polly leave 
following the incident with the Chameleons. Given 
the chance to return to their homes, they can’t pass 
up the opportunity. 


After an encounter with the Doctor’s old 
enemies, the Daleks, in 1866, the TARDIS gains 
another traveller in young Victoria Waterfield. 
Her father conducted time travel experiments 
that attracted the attention of the Daleks. Freed 
from her captivity, and surviving a voyage to 
Skaro, she joins the Doctor and Jamie after her 
father is killed. 


Victoria continues to travel with the Doctor and 
Jamie through many dangerous encounters, 
filled with Ice Warriors, Yeti, and Cybermen, but 
eventually the toll of the constant threat and 
danger is too much and she decides to remain 


on Earth, despite it being over a century from 
her home time period. Jamie is heartbroken, but 
has little time to recover before they gain another 
travelling companion in the form of highly trained 
and logical Zoe Heriot. 


Zoe is an astrophysicist assigned to Space Station 
W3 between Mercury and Venus. When the Doctor 
foils an attack by Cybermen, Zoe's curiosity gets the 
better of her, and she stows away on the TARDIS. 
Incredibly smart, and able to perform incredibly 
fast calculations, Zoe is a valuable addition to 
the team, despite the Doctor initially refusing to 
allow her to join. She and Jamie remain with the 
Doctor until the Time Lords put him on trial. The 
Doctor is sentenced to forced regeneration and 
exile to Earth; Jamie is returned to the battlefields 
in Scotland, fighting a redcoat; Zoe is returned to 
The Wheel (Space Station W3). Both companions 
return to their respective time periods with only a 
few memories of their initial adventures with the 
Doctor intact. 
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© Themes of the Second Doctor's Era 


Q Evil Must Be Fought 

The Second Doctor is a moral crusader against evil, 
so it is easy to get the Second Doctor involved — just 
present a situation that needs solving. When using 
characters other than the Doctor and companions, 
make sure that they have a strong moral imperative 
to fight evil if you wish to include this theme. 


While evil comes in many forms, and may have 
potentially sympathetic backstories (arguably, the 
Chameleons, the Cybermen, and the Ice Warriors 
are simply dying races concerned with survival), 
they are generally portrayed as evil. Their back 
stories exist to provide motivation for the assault. 
Just pick an interesting creature (or design your 
own), drop it into the adventure, and challenge 
your group to defeat it. 


Q Unreliable TARDIS 

The TARDIS is unsteerable and frequently breaks 
down. The Doctor can't rely on using it for short 
jumps so the TARDIS is effectively a laboratory or 
storage cabinet. If your game is using a future Doctor, 
another Time Lord, or an alternative group, then 
you'll need to ensure that the characters don’t have 
access to a time-space capsule during an adventure, 
either due to mechanical or imposed reasons. 


Q A World Government 

Corporations and governments often work 
together in Second Doctor futuristic stories. The 
Euro Sea Gas Corporation has an ambassador from 
the Netherlands as well as the authority to call a 
Royal Air Force strike on its own rigs. Salamander 
has his own company in the early 21st century that 
can predict and control the weather. 


By Salamander's time in the early 21st century, 
the United Nations has been superseded by the 
stronger World Zones Organisation. For the rest of 
the 21st century the WZO evolves into a true world 
government, although national identities remain in 
place. This new world government reverts to the 
United Nations moniker for a while before being 
referred to as simply Earth Government in the 
decades prior to the Dalek invasion. 


Q Arms Control 

A recurring theme for Second Doctor adventures 
in the future is the lack of weaponry. Key 
installations are often left unguarded without a 
security officer in sight. Even when weapons are 
introduced, they tend to have little effect on the 
enemy. In contrast to the victims, the enemy is 
usually well-armed and a lethal show of force is 
often enough to prompt surrender. 


By 2070, humans are well aware of aliens, if only 
because of the Cybermen invasion of 1986. Yet the 
Gravitron, which is sitting out on the Moon and is 
so sensitive that even a few minutes of misuse could 
cause massive catastrophes on Earth, is unprotected. 


Q Nature's Rage 

Another recurring theme in the Second Doctor's 
adventures is the wrath of nature, which is often 
tied to the solutions of overpopulation and resource 


management. Humanity has so enforced its will on 
nature that nature rebels, often with catastrophic 
effects. This provides a great challenge to characters, 
who must avoid the catastrophe while solving the 
adventure. Ironically it is usually the continued 
application of technology, or humanity continuing to 
assert its dominance, which saves the day. 


Q Tricky Space Travel 

Space travel is a dangerous business during the 
times and places visited by the Second Doctor 
in the course of his adventures. Spaceships (or 
rockets) have to plot exact courses or risk being 
caught in the gravitational pull of the sun, resulting 
in a slow but inevitable death. Spaceships are 
generally short on provisions as well; even a minor 
detour from the anticipated schedule means that 
travellers are at risk of running out of food. Worse, 
most space ships lack failsafe mechanisms or other 
means of staying on course if a beacon transmitter 
is disabled or changed. 


Quite a few of the Second Doctor's adventures 
involve a rocket (or even entire battle fleets) being 
lost to the sun because of a false signal or other 
means of misdirection. Sometimes it’s the badly 
needed cavalry that gets flung into the sun; at 
other times it’s the enemy’s invasion force. 


Space flight is considered so inefficient and 
dangerous that humans forsake spaceships and 
space exploration in the latter part of the 21st 
century altogether once T-Mat technology is 
installed. When the Ice Warriors take over the 
T-Mat lunar station, the Doctor and his allies 
are forced to cobble together an experimental 
rocket that was being built in a retired engineer's 
spare time. 


Q Electronic Science Fiction 

There is a theme in futuristic Second Doctor 
adventures that any advanced technology 
manifests itself as electronic or mechanical in 
nature. While the Great Intelligence is a being of 
pure astral energy, the Yetis and control spheres are 
mechanical and electronic devices. This approach 
means that the Doctor, or any other bright scientist, 
can deduce a futuristic device’s inner workings and 
modify it with existing technology. 


G Trust the Computer 

Characters in the Second Doctor's 21st century 
and beyond seem to place a high value and trust 
in computers and logic. In addition to running 
virtually all systems and piloting all vehicles (a 
situation not all that much different from our own 
early 21st century), computers tend to make many 
decisions for their operators and leaders (or at 
least dissuade them from taking certain actions). It 
can even be argued that the World Computer rules 
the Earth during the New Ice Age. 


This almost ‘worship’ of computers leads to new 
teaching techniques and philosophies that place 
logic above all else. Zoe is an early example of a 
woman who's been given intensive logical training, 
as she appears to be little more than a humanoid 
computer to her older co-workers. 


Q Mind Control 

A few of the Doctor's adventures involve brainwashed 
characters. In most of these cases, mind control 
is a symbol of authority versus individualism, with 
joining authority leading to very bad consequences. 


Mind control is an effective technique, as it 
makes everyone a suspect. Interestingly, most 
forms of mind control in the Second Doctor's 
adventures tend to mute a victim's personality, 
making them appear somewhat more stiff and 
prone to speak in a monotone. 


Q The Megalomaniac 

Several adversaries are megalomaniacs with 
the goal of enforcing their will on a world. 
Megalomaniacs typically have a position of 
influence and forge alliances of convenience. The 
megalomaniac will turn on his allies as soon as he 
no longer needs them. Megalomaniacs often have 
an air of manifest destiny about them and are quick 
to anger when challenged. 
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© The Second Doctor's Adventures 
Having watched the Doctor collapse in the TARDIS 
after the destruction of Mondas and the Cybermen, 
Ben and Polly observed his regeneration. The 
new incarnation of the Doctor explained that he'd 
been ‘renewed’, and while Polly accepted this, 
Ben remained sceptical. The new Doctor also 
had a period of adjustment, referring to his old 
incarnation in the third person. 


The TARDIS landed on the planet Vulcan, and 
discovered an Earth colony where scientists had found 
a 200-year-old alien ship with three dormant Daleks 
inside. The Daleks woke and offered the colonists 
promises of aid in overthrowing the government, 
but as always, a Dalek cannot be trusted. The Doctor 
overloaded the main circuits, cutting power to the 
colony and the Daleks were destroyed. 


Landing shortly after the Battle of Culloden, 
the Doctor and his companions were captured 
by a patrol of English soldiers, and allied with 
Highlander Jamie McCrimmon, who helped them 
escape and joined the TARDIS team. However, they 
were not free for long, as their next destination 
saw them quickly captured again — this time by 
the surviving inhabitants of Atlantis, where they 


seemed doomed to be sacrificed to the Atlantean 
god Amdo. Crazed professor Zaroff planned to 
drain the oceans so that Atlantis could surface once 
more, but the Doctor and Ben foiled his plans. 


The TARDIS proved to be unreliable when the 
Doctor aimed to go to Mars, but ended up on the 
Moon. The nearby Moonbase housed the Graviton, 
a device that was used to control the weather on 
Earth. A mysterious plague had dwindled the 
base's crew, just as the Cybermen attacked. They 
planned to take over the base and gain control 
of the Graviton — but hadn't planned for the 
presence of the Doctor and his companions, who 
used the Graviton to fling the Cybermen and 
their ships off of the Moon. The TARDIS travellers 
slipped away to a distant Earth colony in the 
future, where they discovered the colonists were 
being brainwashed by the Macra — giant crabs 
that were forcing the colonists to mine and refine 
toxic gases the Macra needed to survive. 


Returning to Earth in 1966, the TARDIS arrived 
on the runway at Gatwick, where they discovered 
the Chameleon Youth Tours crew were actually 
formless aliens who were adopting the identities 
of hapless passengers. The Doctor managed to 


stop their plans, helping the remaining aliens 
to leave the planet. However, Ben and Polly 
realised they were on Earth on the same day 
that they had left, and decided to return to their 
normal lives. After bidding them farewell, the 
Doctor and Jamie discovered that Dalek agents 
had stolen the TARDIS. They followed deliberate 
clues to Professor Waterfield, a time traveller 
from 1866. His time machine had attracted the 
attention of the Daleks, and his daughter was 
being held captive. 


Experimenting with the ‘human factor’, the 
Daleks created three Daleks with childlike human 
behaviour. Returning to Skaro, these humanised 
Daleks sparked a civil war, while the Doctor, Jamie, 
and Waterfield's daughter, Victoria, escaped the 
Dalek city to the recovered TARDIS. 


Landing on the desolate planet of Telos, the three 
travellers discovered an archaeological expedition 
from Earth looking for the lost city of the 
Cybermen. The sponsors of the expedition hoped 
to awaken the Cybermen to utilise their power 
and capabilities, but it was foolish to assume that 
anyone could form an alliance with Cybermen. The 
Doctor managed to reseal the Cybermen in their 
tombs, but it was plain that that would not be the 
last encounter with the Cybermen. 


The TARDIS arrived in the Himalayas in 1935 to 
discover a monastery under threat of Yeti. With the 
eventual aid of an English explorer named Travers, 
the travellers discovered that the Yeti were actually 
robots. These were controlled ultimately by the 
Great Intelligence via Padmasambhava, an old 
friend of the Doctor, who was possessed by the 
Great Intelligence when astrally projecting. With 
the help of another monk, Jamie destroyed the Yeti 
control spheres along with part of the mountain, 
and expelled the Great Intelligence from Earth. 


Landing at Brittanicus Base, a converted British 
mansion in the future during a new Ice Age, the 
Doctor, Jamie, and Victoria arrived as a drilling 
team returned with a frozen Ice Warrior. Varga, the 
Ice Warrior, thawed and freed his associates, and 
— under threat of using its powerful sonic cannon 
on the Base — demanded the fuel necessary for 


the ship. The Doctor rewired the sonic cannon to 
harm the Ice Warriors, who retreated, and scientist 
Penley destroyed the ship with an ioniser. 


After that, the TARDIS team needed a well- 
deserved rest and warmth, and landed on a beach 
in Australia in 2018. A case of mistaken identity 
led the Doctor to discover he bore an uncanny 
resemblance to Ramon Salamander, a Mexican 
scientist that was using his Sun Catcher invention to 
create natural disasters and destabilise the world 
to increase his influence and power. Salamander 
was indeed an uncanny duplicate of the Doctor, 
and eventually managed to trick his way aboard 
the TARDIS. A struggle resulted in the TARDIS 
dematerialising with the doors wide open, and 
Salamander was sucked into the time vortex. 


Meanwhile, Professor Travers had sold a deactivated 
Yeti from his time in the 30s to a museum in London. 
In 1968, Travers foolishly managed to reactivate a 
control sphere, which escaped his possession and 
reactivated the Yeti. The Doctor discovered a strange 
mist that shrouded the city, and a web-like fungus in 
the Underground — all part of the Great Intelligence's 
plot to trap the Doctor and drain his knowledge. 
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The Doctor, along with the army, foiled the Great 
Intelligence’s plans again, in an encounter that would 
prompt the formation of UNIT. 


After a terrifying encounter with intelligent 
seaweed capable of adopting humanoid form 
at a Euro Sea Gas refinery, Victoria decided that 
she had experienced quite enough danger in the 
company of the Doctor and Jamie, and chose 
to remain with a sympathetic couple who had 
helped fend off the threat. Jamie was especially 
despondent at Victoria’s choice to leave, but an 
explosion in the mercury fluid links in the TARDIS 
forced them to land aboard a deserted spaceship, 
adrift near Space Station W3. 


The ship was not as deserted as the crew of the ‘The 
Wheel’ assumed, and the Doctor and Jamie faced 
the Cybermen again. Luckily they had the help of 
Zoe Heriot, an astrophysicist trained in logic and 
mathematics, and the crew of The Wheel. Together 
they destroyed the Cybermen’s ship, and repelled 
the rest of their forces away from the station. 
However, when the TARDIS departed, the Doctor 
discovered that Zoe had stowed away on board. 


Landing on the planet Dulkis, somewhere the 
Doctor had been before, they were shocked to 
discover a Dominator spaceship had landed, and 
the Dominators were using their robotic servants, 
the Quarks, to drill through the planet's surface. 
The Dominators planned on destroying the planet, 
harvesting the radioactive magma to fuel their 
ships. The Doctor managed to steal the nuclear 
seed the Dominators were planning to use, and 
placed it aboard the Dominator ship, destroying 
it on take-off. Unfortunately, the lava from the 
surface of Dulkis covered the TARDIS as the 
travellers tried to escape, and the Doctor had to 
activate an emergency unit that catapulted them 
beyond time and space to the Land of Fiction. 


Following a strange encounter with characters 
from classic stories, the Doctor managed to 
outwit ‘the Master of the Land of Fiction’ (not to 
be confused with the renegade Time Lord known 
as the Master), the TARDIS reformed around 
the travellers, and they were free to return to 
Earth. However, a missile attack rendered the 
TARDIS damaged and invisible! Hoping to recruit 
Professor Travers again for help, they became 
caught up in a plot by International Electromatics 
(IE) and its CEO Tobias Vaughn to aid Cybermen 
in their planned invasion. Thankfully, a recently 
promoted Brigadier Lethbridge-Stewart led a 
newly formed UNIT, which helped the Doctor 
destroy the devices IE planned on using and halt 
the Cyber-invasion. 


After freeing the enslaved Gonds from their 
Kroton captors, the Doctor, Jamie, and Zoe 
volunteered to crew a rocket being built on Earth 
in the 21st century. The rocket was needed to 
travel to the Moonbase, where the T-Mat network 
that controls long-range transmat transportation 
had fallen under the control of an invading force 
of Ice Warriors. The Ice Warriors’ plan was to 
use the T-Mat network to deliver fungal seeds 
to Earth’s surface that would absorb oxygen and 
asphyxiate any human. Of course, the Doctor 
was there to stop the Ice Warriors. He used 
the weather control systems to create rain that 
destroyed the Mars-born fungus, and altered the 
signal to the Ice Warrior fleet to send their ships 
into the sun. 


The TARDIS crew then arrived on Beacon Alpha 
Four just as it was being destroyed by space 
pirates. Everyone was sealed into segments of 
the Beacon, and the Doctor, Jamie, and Zoe were 
separated from the TARDIS — which was in the 
segment stolen by the pirates! The Doctor and his 
companions uncovered a plot by Madeleine Issigri, 
leader of the Issigri Mining Corporation, who was 
in league with the pirates. They managed to stop 
the pirates, uncover the plot, and recover the 
TARDIS so that they could travel on. 


They arrived on an alien planet separated into 
zones, each of which corresponded to a different 
Earth war. The Doctor discovered a SIDRAT 
(Space and Inter-time Dimensional Robot All- 
purpose Transporter) being used to transport 
soldiers from Earth’s history onto the various 
battlefields. The Doctor and Zoe used the 


SIDRAT to access Central Control on this world, 
and encountered the War Chief — another Time 
Lord. The Doctor managed to send a message 
to Gallifrey, and the War Chief attempted to 
escape, but was killed by the War Lord, leader of 
the opposing alien forces. 


The message was received and the Time Lords 
arrived, taking them back to Gallifrey. The War 
Lord and his agents were put on trial, and found 
guilty — erased from history, and the planet sealed 
from the rest of the Universe forever. 


The Doctor was put on trial for violating the Time 
Lords’ policy of non-interference — and found guilty. 
Jamie and Zoe were returned to their respective 
times with only the memories of their first adventures 
with the Doctor intact. The Doctor was sentenced to 
exile on Earth, and forced to regenerate. 
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Q Ben Jackson 

‘When I was a kid, we used to live opposite a 
brewery. You could take a walk and get tipsy all in 
one go.’ 


Ben is practical and well-grounded. He is not only 
an excellent sailor but also has some scientific 
knowledge. While slow to accept the concepts of 
time travel and regeneration, Ben accepts them 
once conclusive proof is offered. He is also sharp 
and resourceful; he can find solutions to problems 
through deductive reasoning as well as whip up a 
way to make those solutions work (such as filling fire 
extinguishers with ‘Cocktail Polly’ and smashing a 
canister against a Cyberman’s chest unit when the 
thin atmosphere of the moon won't enable the 
extinguishers to work). Ben does get frustrated 
when he doesn't understand what's going on. 


As a man of action, however, Ben’s impulsiveness 
sometimes lands him in trouble. 


BEN J ACKSON 


CONCEPT: 
Headstrong Navy Seaman 


FOCUS: Polly 
STORY POINTS: 12 


Awareness 3, Coordination 4, 
Ingenuity 4, Presence 3, 
Resolve 3, Strength 4 


SKILLS: 

Athletics 4, Conflict 3, Convince 3, 
Craft 3, Intuition 2, Knowledge 2, 
Medicine 1, Science 2, Subterfuge 3, 
Survival 4, Technology 2, Transport 3 


DISTINCTIONS: 
None 


WEAPONS: 
Swiss Army Knife (Strength +2) 


TECH LEVEL: 5 


G Jamie McCrimmon 
‘Me, foreign? You're the one that's foreign 
— l'm Scottish!’ 


Jamie was born in the Scottish Highlands and 
served Laird Colin McLaren during the Jacobite 
Rebellion, fleeing with him after the Battle of 
Culloden in 1746. He is a loyal friend to the Doctor, 
although there have been times when he has 
questioned the Doctor's motives. 


Jamie is surprisingly well-grounded for someone 
from a relatively primitive time period, often 
equating strange technologies to things he 
understands or pretending to understand 
something beyond his comprehension with a 
dismissive response. As a rebel, Jamie is good in a 
fight, though he cannot swim. 


Jamie enjoys travelling with the Doctor so much that 
he only leaves because he is forced to by the Time 
Lords. He is returned to the time he left with only his 
knowledge of that first adventure with the Doctor. 


J AMES ROBERT MCCRIMMON 


CONCEPT: 
Scottish Highlander 


FOCUS: 
Explore 


STORY POINTS: 12 


Awareness 3, Coordination 4, 
Ingenuity 3, Presence 4, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 3, Conflict 4, Convince 2, Craft 2, 
Knowledge 1, Medicine 1, Subterfuge 3, 
Survival 2, Technology 1, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: 
Dirk (Strength +2) 


TECH LEVEL: 4 


Q Victoria Waterfield 
‘| don’t like being scared out of my wits every second.’ 


Victoria exemplifies the stereotypical Victorian 
lady. She initially baulks at wearing a leg-baring skirt 
and generally screams at the first sign of trouble. 
However, she is very independent, upset at being 
left behind, and is a good judge of character. 
Victoria is curious and sensible, but a bit timid. She 
feels a kinship with Jamie because they are close 
in age, and both are generally just as bewildered 
when faced with advanced technology. Unlike 
Jamie, however, Victoria doesn't adapt easily and 
lacks a thirst for adventure. She feels a bit trapped 
in the TARDIS. 


She demurs to the Doctor as a surrogate guardian 
until finally deciding to remain on Earth a full 
century after she’d left, joining a stable family who 
would look after her. 


VICTORIA WATERHELD 


CONCEPT: 
Curious Young Lady 


FOCUS: 
Safety 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 2, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 1, Conflict 1, Convince 3, 
Craft 2, Knowledge 2, Medicine 1, 
Science 3, Subterfuge 3, Survival 1, 
Technology 2, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 4 


Q Zoe Heriot 

‘Suppose that we do get ourselves out of this mess 
— what have | got left? A blind reliance on facts 
and logic.’ 


Zoe Heriot was given extensive and advanced 
logical training, honing a photographic memory 
and the ability to make lightning-fast calculations. 
An astrophysicist, she was assigned to Space 
Station W3 in the 21st century. While not 
emotionless, her logical training made it easier 
for her to accept the inevitable, a trait that irked 
her co-workers. 


For all of her scientific knowledge, Zoe is not 
very good at history. In all other respects, Zoe is 
an average teenager and enjoys travelling with 
the Doctor. She remains with him until the Time 
Lords put him on trial, after which she is returned 
to the Space Wheel just after she'd left, with no 
memories of the Doctor and Jamie except for 
their help in stopping the Cybermen. 


ZOE HERIOT 


CONCEPT: Logical Astrophysicist 


FOCUS: Logic 
STORY POINTS: 10 


Awareness 4, Coordination 3, 
Ingenuity 5, Presence 3, 
Resolve 3, Strength 2 


SKILLS: 
Athletics 2, Conflict 2, Convince 3, 
Crafter 1, Knowledge 3, Medicine 2, 
Science 5, Subterfuge 3, Survival 1, 
Technology 4, Transport 3 


DISTINCTIONS: 
Photographic Memory — Zoe can recall 
things she has seen with incredible 
accuracy. The player must declare they are 
memorising something, or spend a Story 
Point to recall something important. 


WEAPONS: None 


TECH LEVEL: 5 
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THE SECOND DOCTOR 
CONCEPT: Excitable Time Lord 
FOCUS: Good 
STORY POINTS: 5 


Awareness 4, Coordination 3, 
Ingenuity 7, Presence 4, 
Resolve 6, Strength 2 


SKILLS: 
Athletics 1, Conflict 0, Convince 5, 
Craft 2, Knowledge 4, Medicine 1, 
Science 5, Subterfuge 5, Survival 1, 
Technology 1, Transport 1 


DISTINCTIONS: 
Time Lord — connected to the Vortex, 
able to regenerate, eccentric. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 

Sonic Screwdriver (Mk 1) — Distinctions: 
Scan (tricky controls), Transmit (limited 
range), Unlock/Seal (cannot open deadlock 
seals). Story Points: 3. 


Recorder. 


TECH LEVEL: 10 


G The Second Doctor 

‘| am not a student of human nature. | am a 
professor of a far wider academy of which human 
nature is merely a part.’ 


The Second Doctor dresses like an intergalactic 
tramp, yet is charming and witty. He panics and 
shows fear when trouble arrives, yet he bravely 
deals with it. He sometimes recklessly springs 
into action, yet always seems to understand 
how to deal with it long before anyone else. His 
demeanour sometimes frustrates his companions, 
yet they trust him implicitly. He is like a beloved 
uncle who gets them into trouble as the price for 
sharing adventures with him. 


The Second Doctor has a clownish, dishevelled 
appearance. His trousers are far too wide for 
his frame and his coat is short and rumpled. 
Even his tie is off-centre. He shows an affinity 
for hats and enjoys playing the recorder, often to 
aid concentration. 


In spite of all this, the Second Doctor has a dark 
side and can be ruthless in pursuit of his goals. 
His actions can be explained by his ability to 
determine what needs to be done. Not only 
does he have centuries of experience with many 
species, but the Doctor can also recognise 
certain traits that warrant decisive action. When 
the Doctor chuckles after sending a battle fleet 
into the sun or throwing a ticking bomb into a 
departing spaceship, he’s not amused at what he’s 
done; he’s happy that he prevented something 
much worse from happening. 


Like his previous incarnation, he has little control 
over the malfunctioning TARDIS and can't steer 
it. The Doctor vehemently denies this and often 
looks for some other reason why they've strayed 
off-course. In spite of his insistence that he can 
steer the TARDIS, the Doctor never risks using it 
during an adventure. 


© The Cloud of Death 


G Intro 

The TARDIS wheezes, groans, and thumps itself 
into existence in the crowded engine room of the 
space station Icarus (Investigative Centre And 
Research Unit — Sun), in orbit on the far side of 
Venus. Emerging into the room, Jamie and Victoria 
are pleased to feel some warmth, having spent 
time recently in both the Himalayas and the Ice 
Age. Looking out of a small porthole, they are 
amazed to see the sun so close, and observant 
characters might even notice the shape of a small 
spaceship moving closer. Suddenly, though, the 
view is blocked by a thick darkness. 


G Act One 

Making their way to the main control room, the 
Doctor and companions discover an international 
crew assembled with the purpose of researching 
solar energy. It’s the late 21st century, and as 
humanity reaches out for the stars, they find 
themselves in need of ever greater power 
reserves. Icarus is responsible for relaying solar 
power back to Earth, and provides 90% of all 
the planet’s energy by this time. The station is 
captained by Gibson, who’s highly suspicious 


of the strangers’ arrival just as the blanket of 
darkness has enveloped them. A black cloud that 
seems to swirl blocks out the light and surrounds 
the station. 


Gibson sets the various members of his team the 
challenge of finding out what's going on. Their 
scans are showing nothing — unable to read 
anything more than a kilometre from the station 
itself — and they have no answers. With a bit of 
tinkering, it should be possible for the characters 
to adjust the scanners to focus less on what's 
beyond the cloud and more on what's inside it. 


The cloud is made up of tiny microscopic robots 
with a design that feels worryingly familiar to the 
Doctor. They are Cybermites — tiny insects which 
can be programmed to operate as a hive mind. In 
this case, they've clustered together around the 
station, blocking off all contact with the outside 
Universe. The Cybermites can be controlled by 
anyone smart enough to hack the coding, but they 
were developed by one species in particular, and 
the Doctor and his friends have encountered them 
before. Seconds before the Doctor can piece it all 
together, the face of a Cyberman buzzes into view 
on every screen in the control room. 
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CYBERMAN 


CONCEPT: Upgraded Humanoid Cyborg 


FOCUS: Conversion 
STORY POINTS: 3 


Awareness 2, Coordination 2, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 7 


SKILLS: 
Conflict 3, Convince 2, 
Medicine 1, Science 1, Technology 4 


DISTINCTIONS: 

Cyberman — their heavily armoured 
body reduces damage by 10, but they are 
susceptible to strong magnetic fields, 
and exposure to gold can be lethal. 


WEAPONS: Particle Beam Gun (4/L/L) 


TECH LEVEL: 6 


G Act Two 

The Cyberman — a Leader — announces that 
Icarus is now under their control, and that all human 
workers are to return to their designated quarters, 
leaving the station free for its new crew. As he 
speaks, characters notice the cloud outside parting 
slightly to allow a small shuttlecraft to approach and 
dock with the station several floors below. Gibson 
announces that he’s not surrendering his life's work 
to a bunch of tin men, and orders the crew to take 
up arms and defend themselves from invasion. 


The station's limited armoury is two floors below the 
control room, one level above where the Cybermen 
are now boarding. Their metallic footsteps can be 
heard echoing through the corridors as they make 
their way inside, an ominous reminder that they're 
drawing closer. 


The characters have a number of options — they 
can join the fight alongside the crew, work to 
barricade the doors, or even turn and flee in the 
TARDIS, abandoning the station to its fate. The 
Cyber Leader continues to watch events unfold via 


the screens in the control room, and can hear every 
word being said on the station, having hacked into 
their communications. They become increasingly 
interested in the presence of the Doctor, who they 
recognise from their computer records of previous 
excursions. As the Cybermen continue their 
advance up the station’s floors, a new command 
is issued — the Doctor and his friends are to be 
detained and taken back to the Cybermen’s ship. 


Once a few of the Cybermen have been either 
destroyed or successfully prevented from reaching 
beyond the second floor, the cloud outside parts 
again and a second shuttlecraft drifts through — 
reinforcements. The gap in the cloud briefly allows 
the station to reconnect with Earth and receive a 
signal from the President. The situation is already 
growing desperate on the planet. Rolling blackouts 
are affecting almost two-thirds of the population, 
and there's concern that if they don't reconnect 
to the station’s power source soon, millions could 
freeze during the harsh weather conditions. The 
Cybermen have always gone through peaks and 
troughs with their technology, but this group seems 
to be extra powerful for this period in their history 
— they must have something to focus their power. 


With the situation worsening, some members of 
the crew begin to wonder if the Cybermen will 
back off once they've gotten hold of the Doctor 
and his friends. After all, the Cyber Leader issued 
the demand of his capture as a replacement order, 
so perhaps they're not that bothered by the station 
now they've caught wind of a greater prize? Gibson 
is initially dismissive of the idea, but the more the 
characters try to talk the crew out of it, the more he 
starts to suspect they protest too much. They've 
met the Cybermen before, the Leader said so, 
meaning there could be old scores to settle. If the 
characters have openly discussed their previous 
encounters with the Cybermen, this could be 
turned against them. It’s not only the Cybermen 
who have been listening in on every word. 


Gibson has another thought, which he might suggest 
if the characters haven't reached the decision 
themselves; the Cyberman ship is clearly where this 
cloud is being controlled from, so perhaps getting 
the Doctor over there wouldn't be the worst idea. 


One way or another, the Cybermen need to get 
hold of one of the player characters — either 
one of the Doctor's companions or the Doctor 
himself. Once they've taken their prisoner, they 
retreat back to their own ship, leaving only some 
token guards on the station itself to ensure their 
grip is maintained. 


G Act Three 

The Cyberman ship is a fairly sparse affair — a Cyber 
Planner sits at the centre of the main room, with pods 
of cryogenically frozen Cybermen around the outside 
of the room, interspersed with worn-out computer 
banks. These Cybermen are as desperate and down 
on their luck as ever, despite their seemingly powerful 
show of force around the station. The Cyber Planner, 
as always, looks like a pile of junk, with wires and 


components jammed together seemingly at random, 
but something bright shines out from the centre of 
the apparatus — the Taaron Ka. 


There’s a beam of light running between the diamond 
and one of the control banks on the side of the room. 
If the characters interrupt the beam, they may notice 
the ambient sound of the room changes by a few 
decibels, and if they were to look out of a porthole, 
they notice that the cloud begins to thin almost 
immediately; the Cybermites are being amplified by 
the diamond. 


Although the Cybermen move to stop the 
characters from interrupting the beam for any 
significant length of time, it should be possible to 
disrupt it enough for the Icarus to send over some 
reinforcements. With the Cybermen distracted, 
the diamond can be safely ripped from the 
Cyberplanner's construction, causing the creature 
to collapse into a pile of useless junk while the 
cloud outside dissipates. 


With the cloud gone and energy starting to transfer 
to the Earth once more, the Cybermen decide to 
cut their losses and retreat to lick their wounds. 
Back on the Icarus, the diamond can be turned 
over to Gibson, with a warning about letting it fall 
into the wrong hands. Gibson has heard legends of 
the diamond from across history, but doesn't know 
how the Cybermen have ended up in possession 
of it. Maybe that’s the next thing he can research... 
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O Introduction 
‘Oh, dear. Oh, | can’t have changed that much, surely?’ 


For a Time Lord, being stuck in one place is a prison. 


Once able to travel throughout time and space, 
the Doctor found himself exiled to a single place 
and time, Earth. His TARDIS was disabled and, for 
the first time, the Doctor had to rely on friends 
to aid and shelter him. Fortunately, he was able 
to convince Brigadier Lethbridge-Stewart of UNIT 
that he was the same man as the short, clownish, 
cosmic hobo that had helped defeat the Yeti and 
the Cybermen months before and was appointed 
Scientific Advisor. 


It would prove to be a fortuitous relationship. From 
the moment the Doctor fell out of his TARDIS, 
Earth was besieged by alien races, including the 
Nestene Consciousness, the Silurians, the Axons, 
and even the Daleks. The Doctor even found a 
worthy adversary in the Master, a fellow Time 
Lord. Once granted his freedom for dealing with 
the renegade Time Lord Omega, the Doctor once 
again roamed time and space, while occasionally 
returning to Earth to continue in his role as 
Scientific Advisor. 


The Third Doctor's adventures were filled with 
action, chases, martial arts, science, diplomacy, 
and explosions, tapping into the era’s love of spy 
movies and gadgets. With the Master acting as 
the Doctor's nemesis or Moriarty, the Doctor really 
had his work cut out for him, especially in the early 
days when he couldn't rely on his TARDIS for a 
quick escape. Without the TARDIS, he had to take 
to wheels with Bessie and the Whomobile to chase 
down the enemies who would threaten Earth, and 
team up with the newly formed UNIT, and loyal 
companions who would be fondly remembered for 
decades to come. 
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© The Third Doctor's Era 


Q Who is the Third Doctor? 

When the Doctor regenerated for the first time, 
it was almost as if time simply rolled back the 
clock; the old man, with help from the TARDIS, 
peeled back the years and transformed into a 
younger self, one that was a bit more clownish 
and anti-authoritarian. It really was as if, as he 
agreed, he’d been renewed. 


By contrast, the Third Doctor is less a renewal and 
more of a reboot. He is an active crusader against 
evil, utilising not only his wits but his martial skills as 
well. Neither of his previous incarnations took the 
fight to his enemies so directly. The Third Doctor 
also has a flair for fashion and a love of gadgets, 
particularly vehicles. He is not a reluctant hero 
or an underestimated schemer; he’s an action 
hero. And while he initially distrusts authority, the 
Third Doctor's position on it softens with time, 
especially for UNIT. In spite of his crusade, the 
Third Doctor rails against being trapped on Earth 
in a single time and desperately tries to escape 
at the earliest opportunity, spending most of his 


free time trying to get the TARDIS working. He 
even traps the Master, a renegade Time Lord, on 
Earth for the opportunity to use components from 
his TARDIS. Once the Doctor’s sentence is lifted, 
however, the Third Doctor finds it difficult to leave 
his new home entirely, frequently returning to 
battle the evils that plague it. 


Q Playing the Third Doctor 

During his exile period, the Third Doctor is 
frustrated. He realises that he is more ‘evolved’ 
than those around him and presumes to lead, but 
is forced to balance that against his genuine need 
for the people and resources around him. He is at 
his best when he has a crusade to distract him and 
enthusiastically embraces scientists over soldiers. 
He distrusts the military and does his best to 
influence their decisions, knowing that left to their 
own devices the military has a tendency to blow 
things up rather than reason with its enemies. 


This Doctor tends to confront his enemies head- 
on and often volunteers to investigate or meet and 
negotiate with potential adversaries. He relies on 
his wits and his Venusian Aikido to survive, utilising 


gadgets when neither is enough. The Doctor sees 
himself as an independent negotiator, relying on 
his own alien status to convince an enemy that he 
can be impartial over being merely a tool of the 
Earth authorities. 


Q Who are the Doctor's Companions? 

In the beginning, the Doctor doesn't have 
companions in the traditional sense; exiled to Earth, 
the Doctor lacks the capacity to have anyone join 
him on journeys through time and space. Instead, 
companions are recruited out of professional need 
and are generally referred to as ‘assistants’, and 
can come and go as they please as they continue 
to live in their own homes and maintain normal 
lives outside of the occasional alien invasion. 


It is during this period that the Doctor realises 
he needs companions, even when he isn't going 
anywhere. While Liz Shaw is recruited specifically 
for her scientific skills, both she and the Doctor 
soon realise that he doesn’t need a laboratory 
assistant; he needs someone to explain things 
to and stroke his ego. And while Jo Grant and 
Sarah Jane Smith have useful skills outside of 
the laboratory, they become more the Doctor's 
confidante than assistant. 


Of special note are UNIT members. Strictly 
speaking, the Brigadier, Captain Yates, and 
Sergeant Benton aren’t companions in the 
traditional sense, but they are usually part of the 
Doctor's inner circle when the Earth is threatened. 
They are definitely handy to have as a backup when 
Earth is under threat. 


Q Sergeant John Benton 

Sergeant John Benton is a dedicated and reliable 
UNIT NCO. He rose through the ranks on merit; 
while he was a corporal during the Cybermen 
invasion, he'd attained the rank of Sergeant prior 
to the loss of Mars Probe 7. The Brigadier prefers 
to keep Benton close and often hands him the 
most delicate assignments, particularly ones in 
which the Doctor is involved. 


Benton grows close to the Doctor and his 
companions, treating them more like his friends 
or family than workmates. He's protective of them 


and not above disobeying an order (often with 
plausible deniability) when necessary to help them. 
He trusts that the Doctor always has everyone's 
best interests at hand, even when he doesn’t 
understand the full nature of what's happening (a 
not-unfamiliar circumstance for an NCO). 


G Captain Michael ‘Mike’ Yates 
Mike Yates is a dedicated sergeant recruited by the 
Brigadier to join UNIT after the Silurian incident. 


Mike is soon promoted to Captain and becomes 
heavily involved with the most sensitive missions, 
generally serving as the Brigadier’s second-in- 
command. Mike quickly establishes a rapport 
with the Doctor and occasionally dates Jo Grant, 
although he is confused about his feelings for her, 
treating her more like a sister than a girlfriend. 


Mike’s dedication is broken during BOSS's 
attempted takeover of Earth, during which the 
artificial intelligence brainwashes him. As BOSS 
was running Global Chemicals and destroying 
the environment, Mike has a breakdown and 
believes that the only way to save the Earth is to 
thoroughly cleanse it. His psychiatric evaluator 
after the incident recruits Mike into Operation 
Golden Age, turning traitor to UNIT to help 
the group effectively destroy the world in order 
to save it. 


Following Operation Golden Age's defeat, the 
Brigadier allows Mike to quietly resign and seek 
help. Mike joins a Buddhist Meditation Centre 
that is the focus of an alien invasion. Realising that 
UNIT won't trust him, Mike gives the information 
to Sarah Jane Smith, knowing that the Doctor will 
investigate. He aids them both in preventing the 
Eight-Legs invasion. 


Mike enjoys a good relationship with his men, 
especially Sergeant Benton whom he teases 
on occasion. He genuinely tries to do what he 
believes is right, even when he turns traitor. It is 
this compassion that saves him from a psychic 
attack during the Eight-Legs’ invasion. 
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© Themes of the Third Doctor's Era 

In his adventures, the Third Doctor faced some 
great villains. However, sometimes the main villain 
didn't create the problem that needed solving. 
Often, the Doctor discovered that, behind 
whoever seemed to be the villain, the real villain 
was lurking in the background. The frightening 
creatures who threaten the Doctor are separate 
from the villains. 


Q The Master 

If the Master turns up in the adventure, what 
is his role? Surely he is simply evil, without any 
redeeming motives? In fact, the Master is the most 
complex villain of all. 


The Master is a catalyst: when trouble is brewing 
the givesit a helping hand. He summons dangerous 
creatures. He makes pacts with alien species. He 
plays on human motives: this is most prominent 
in Frontier In Space, where he fuels human and 
Draconian xenophobia, by fabricating a conflict 
between them that becomes real. His motives can 
change on a whim. Taken as a whole, the Master 
exudes a kind of chaotic evil. He rarely creates new 
problems. He is an expert, however, at inviting 
existing ones in or making them worse. 


Q The World 

The Third Doctor wrestles with huge moral topics: 
war, peace, assassination, the environment, the 
British Empire, the future of humanity. Two themes 
are particularly important. 


The first is diplomacy. In his travels, the Third 
Doctor meets humans and aliens on the brink of 
war. Like his other incarnations, he prefers talking 
to fighting, and is particularly fond of diplomatic 
negotiations. He can scarcely get through an 
adventure without a peace conference. Whenever 
the Third Doctor is pitted against aliens, give him 
a chance to negotiate with them. He probably 
won't succeed, and often something will interrupt 
his diplomacy and the fighting will start. But let 
him try. 


The second theme is the environment. In the Third 
Doctor's view, the Earth's resources are gradually 
being depleted. Whenever he describes Earth's 
future, he portrays it bleakly: ‘Grey cities linked 
by grey highways across a grey desert’. Yet, in 
his adventures, he often finds people who offer 
a solution. Professor Stahlmann offers unlimited 
energy; the Axons offer both unlimited food and 
power; Professor Jones wants to find a food source 
that could be mass cultivated to end the world’s 
food shortage. People are always searching for 
new resources. 


Q The Government and the Military 

Wherever the Third Doctor goes, he finds a 
government that is bureaucratic, incompetent, 
and sometimes corrupt. Whatever the problem, 
they will double it. When the Third Doctor is in 
Britain in the UNIT era, he finds the government 


consists of pompous men in suits. These people 
are always unpleasant or simply weighed down with 
bureaucracy when they are not outright dangerous. 


Everyone and every spaceship needs credentials: 
when the Master arrests the Doctor, his alleged crimes 
include piloting a spaceship without tax and insurance. 
Even the Daleks, in an alternative Earth future, set 
productivity targets for their human underlings. On 
other worlds, governments are equally pedantic, and 
the Galactic Federation is no better. 


To make things worse still, there’s the military. They 
have one solution to everything: blow it up. It never 
worked and always makes the situation worse. 
When the Navy attacks the Sea Devils’ base, they 
disrupt the Doctor’s peace negotiations. When 
the Brigadier orders an airstrike on giant maggots, 
they simply crawl to the surface. 


Q Vehicles! 

Each adventure should be filled with vehicles, as 
many different types as possible: a jet, a submarine, 
a motorised tricycle. In particular, whenever the 
Doctor needs to travel, there’s a vehicle nearby. 
If it's Bessie, she can be made even better, like 
the remote control in The Daemons. If not, the 
vehicle can be something exciting, never used in 
an adventure before. When the Doctor confronts 
a villain, they flee in a vehicle. This means that the 
Doctor must grab a vehicle, too, and chase them. 


G Escapes! 

The Doctor is often captured, only to escape, or his 
companion comes to rescue him. Gamemasters can 
switch that around: imprisoning the companion, 
sending the Doctor to the rescue. The Third 
Doctor's adventures are full of daring escapes. 
Yet his imprisonment never stops the adventure: 
instead, it often allows him to meet his captors. 


Q Travels in time! 

For the Third Doctor, time isn't just something 
to travel in. It’s something that can go wrong. 
In The Claws of Axos, he put the Axons into a 
time loop. In The Time Monster, he witnessed 
both slowed and frozen time. In both The Time 
Warrior and Carnival of Monsters, people were 
kidnapped through time. 


Q Disguise! 
In the Third Doctor’s adventures, things aren't 
always what they seem. Deadly creatures turn 
out to be hallucinations. Villains wear disguises. 
In fact, whole worlds can be different from how 
they appeared. 


Q Technology! 

The Third Doctor loves science. Again, his ideas of 
technology seem influenced by his time on 1970s 
Earth, when everything was big, white, and boxy. 
He even likes the interior of his TARDIS that way. 
Fill your adventures with technology, especially if 
it resembles things that were exciting in the 1970s: 
robots, oscilloscopes, remote controls, reel-to-reel 
tape recorders, and computers the size of a room. 


When the Third Doctor meets scientists, he 
generally finds them to be as unpleasant as the 
bureaucrats. He reacts, in turn, by criticising 
their knowledge. Scientists should be filled with 
hubris with grandiose plans, without the 
knowledge to achieve them, but there are 
laboratories everywhere. 


Q Fights! 

The Third Doctor often finds himself surrounded 
by violence. Especially towards the end of each 
adventure, there is often a gun battle. When UNIT 
is available, this is their job: they arrive with guns 
and begin shooting alien creatures. The Doctor and 
his companions don’t join in the gunfight. While 
the military types are shooting, they are elsewhere: 
outside a building, UNIT shoots aliens; inside 
the building, the Doctor is solving the problem. 
Importantly, the battle never stops anyone from 
getting where they want to go or doing what they 
need to do. Equally importantly, the Doctor isn't 
part of the gun battle. He prefers Venusian aikido 
— an extraordinary martial art, with which he fought 
crowds of assailants. 


Q Get down, everyone! 

Finally, when the Third Doctor is around, things 
blow up. His adventures often feature explosions, 
especially from bombs: both the kind you drop 
from the sky and the kind you need to defuse. At 
the end of the Doctor's adventure, a building often 
blows up. 
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© The Third Doctor’s Adventures 

Fresh from a forced regeneration, the TARDIS 
appeared and the Doctor, dressed in his previous 
incarnation’s clothes, staggered from the time ship 
and collapsed. He was taken to a local hospital 
in Epping, where he was visited by Brigadier 
Lethbridge-Stewart and the newly-recruited Dr 
Elizabeth Shaw, Scientific Advisor to UNIT. Liz and 
the Brigadier had been investigating meteorites 
that landed in Essex, but a kidnapping attempt 
on the Doctor by Autons led him to escape and 
try to locate his TARDIS. UNIT had it moved to 
its London headquarters, along with a captured 
plastic meteor, despite attempts to retrieve it by 
the Autons. 


The Doctor managed to convince the Brigadier 
that he was the same man he'd worked with before, 
facing Yeti and Cybermen, and the Doctor and Liz 
went to investigate Madame Tussauds waxwork 
museum, where replicas of several government 
leaders had been created in plastic. Tracing the 
Nestene Consciousness controlling the Autons 
to Auto Plastics, UNIT held off the Autons while 


the Doctor battled the tentacled Nestene, 
and Liz connected a Scrambler that would 
deactivate the Autons and force the Nestene to 
retreat into space. 


The Doctor discovered that his TARDIS had 
been disabled. Stranded on Earth, the Doctor 
agreed reluctantly to join UNIT, in exchange for 
laboratory access to try to repair the TARDIS. 
However, it was not long before strange losses 
in power at the Wenley Moor nuclear research 
centre alerted UNIT to investigate, and the 
Doctor and Liz discovered intelligent reptiles, 
Silurians, in caves beneath the facility. The 
Silurians were the original inhabitants of Earth, 
and viewed the humans as trespassers on 
their planet. Disturbed from their slumber, the 
Silurians released a bacteriological weapon to 
eliminate the ‘apes’, and attempted to change 
the planet’s atmosphere to become hostile to 
humans. The Doctor overloaded the reactor, 
irradiating the area, and forced the Silurians back 
into hibernation, though the Brigadier ordered 
the caves destroyed to seal them for good. 


When communication with Mars Probe 7 was 
lost, the British Space Programme initiated a 
rescue mission, Recovery 7. The rescue ship was 
recovered after being stolen upon its return to 
Earth, but the ship was empty and awash with 
radiation. The missing astronauts had been moved 
in a government coverup, but when the Doctor 
and Liz went to see the contaminated astronauts, 
they had been taken, and the personnel at the 
base guarding them had been killed. The Doctor 
piloted the Recovery 7 back to the probe, and 
discovered an alien vessel. They had come in 
peace, but the abduction of their ambassadors 
brought them to the brink of war. The Doctor, Liz, 
and UNIT managed to uncover the conspiracy on 
Earth and avoid a conflict. 


Continuing the themes of research into fuels and 
power, Professor Stahlman’s project to access an 
unlimited source of energy backfired, and brought 
toxic slime to the Earth’s surface. The Doctor was 
working on the TARDIS at the nuclear facility, and 
a cut in power shifted the Doctor into a parallel 
universe where Liz was a soldier, and Lethbridge- 
Stewart was Brigade Leader of the Republican 
Security Forces. The Doctor saw similarities in the 
experiments in both universes, and managed to 
escape to our reality and stop the project before 
disaster could strike. 


However, the Doctor's problems were only 
beginning as renegade Time Lord, the Master, 
arrived on Earth, and stole a Nestene energy 
source. Liz Shaw had left, and the Brigadier 
assigned the Doctor a new assistant with Jo Grant. 
Another Time Lord warned the Doctor of the 
Master’s arrival, and the Doctor had to overcome 
multiple traps and bombs before tracking the 
Master to a circus. There, he managed to steal the 
dematerialisation circuit from the Master’s TARDIS, 
and hoped it would work in his TARDIS, but it 
was incompatible. After a battle with Autons, the 
Master retreated, unable to leave Earth — trapped 
just like the Doctor. 


So began a regular battle of wits between the 
Doctor and the Master. The Master launched a 
series of plots to either destroy or control Earth, 
and the Doctor had to foil his plans at every turn. A 


bid to upset the World Peace Conference by using 
a mind-control device was thwarted, which averted 
World War Ill and the release of a deadly nerve gas, 
but the Doctor lost the precious dematerialisation 
circuit to the Master, and he escaped the planet. 


After the Doctor encountered the Axos, an entity 
that hoped to spread across the planet and feed off 
of all life, the Time Lords recruited the Doctor to 
help with the mining planet Uxarieus. Files regarding 
a Doomsday Weapon had been stolen from Time 
Lord records. The Doctor and Jo travelled to the 
planet and discovered the Master was searching 
for the controls to the Doomsday Weapon, in an 
underground city. The Guardian initiated a self- 
destruct, and destroyed the weapon. 


Returning to Earth, the Doctor once again faced 
the Master in the village of Devil's End, when 
archaeologists uncovered a Daemon spaceship. 
The Master tried to summon the Daemon Azal, 
but Jo's courage stopped Azal, and the Master 
was arrested. 


Assassins interrupted yet another peace summit, 
and Jo and the Doctor were catapulted into an 
alternative 22nd century in which humans were 


forced to work under the Dalek Empire. Soldiers 
explained the assassination attempt was to 
prevent this future, and avoid Dalek domination, 
but the Doctor surmised that it was the bomb the 
assassins planted that had caused this future. Back 
in the 20th century, the Doctor and Jo battled to 
change the future by saving the conference and 
destroying the Daleks. 


The Doctor managed to get the TARDIS working 
again, though its materialisation was less than 
accurate, arriving on Peladon where delegates 
determined their involvement in the Galactic 
Federation. After being mistaken as Earth 
delegates, the Doctor and Jo returned to Earth 
and visited the Master in his prison in an island 
fortress. They discovered ships had gone missing 
and as they investigated Silurian-like amphibious 
creatures nicknamed ‘Sea Devils’, the Master 
escaped. Under the command of the Master, the 
Sea Devils attacked the naval base, captured the 
Doctor and returned to their undersea base. In 
true Third Doctor style, the base was destroyed, 
though the Master escaped in a hovercraft. 


An urgent message from the Time Lords sent the 
Doctor and Jo to Skybase, above the irradiated 
planet Solos, where an assassination had halted a 
transfer in power. The mutated Solonians’ were to 
be given independence, but a military conspiracy 
threatened to hinder the Solonian's next phase of 
mutation into higher beings. Luckily, the Doctor 
and Jo resolved things before returning to Earth, 
only for the Master to attempt to control Kronos, 
a powerful Chronovore. With the Doctor's and 
the Master’s TARDISes locked together, the 
Chronovore appreciated the Doctor’s help in 
its release and wanted to torment the Master as 
punishment for his role. The Doctor showed mercy 
and asked for the Master's release. 


Revered Time Lord Omega, who had discovered 
the power source to enable time travel, tried 
to escape from being trapped in an antimatter 
universe, and sought revenge upon those who 
abandoned him. The Time Lords recruited 
the Third Doctor, along with his previous two 
incarnations, to stop the energy from being 
drained from their worlds. Allowing their 
TARDISes to be transported to the antimatter 
universe, along with UNIT headquarters, the 
Doctors (though the First Doctor was trapped in a 
time eddy) managed to trick Omega with matter 
(the Second Doctor's recorder) that interacted 
with Omega's antimatter universe, destroying 
Omega's realm. The Doctors escaped, and the 
Time Lords unblocked the Doctor’s knowledge 
of time travel, allowing full use of the TARDIS 
once more. 


Finally able to travel fully, the Doctor and Jo used 
the TARDIS only to be trapped, miniaturised, in 
a Miniscope owned by a travelling entertainer! 
Escaping, the TARDIS landed on an Earth cargo ship 
under attack by Ogrons, but all involved seemed to 
be under the influence of the Master, who hoped 
to pit humans and Draconians against each other. 
It was revealed that the Master was working for the 
Daleks, who were preparing an army. Jo managed to 
resist the Master’s hypnosis, and the Doctor sent a 
telepathic message to the Time Lords to warn them 
of the Dalek threat. The Doctor and Jo materialised 
on Spiridon, where Daleks strove to wake a frozen 
Dalek army, construct a bacteria bomb to destroy all 


life on the planet, and steal the secret of invisibility 
from the Spiridons. Their plan was foiled with the 
help of Thals from Skaro, the Doctor and Jo finally 
returned to Earth. 


Jo investigated a strange death at the Global 
Chemicals refinery, while the Doctor undertook a 
unsettling trip to Metebelis Ill. In the disused mine 
near Global Chemicals, giant green maggots were 
spreading; the refinery was pumping waste into 
the mines, causing strange mutations. The Doctor 
and Jo uncovered a computer, BOSS (Biomorphic 
Organisational Systems Supervisor), behind 
everything. Jo, with environmental protester 
Professor Jones, was caught in the caves as UNIT 
bombarded the maggots. Captain Yates attempted 
to kill the Doctor, having been brainwashed by 
BOSS, but the Doctor's blue crystal from Metebelis 
Ill snapped him out of BOSS’s control. With the 
staff of the refinery freed from BOSS's mind- 
control, the plant was destroyed, and Professor 
Jones proposed to Jo. 


Teaming up with investigative reporter Sarah Jane 
Smith, the Doctor faced a time travelling Sontaran, 
before having to tackle a full-scale invasion of 
London by dinosaurs. Two scientists hoped to 
instigate ‘Operation Golden Age’, which hoped 


to return the Earth to a state before humans 
interfered. Sarah Jane then joined the Doctor as 
they ventured to Exxilon, where they discovered 
Daleks and Marine Space Corps all vying for control 
of the planet to extract parrinium, a mineral that 
was the only cure to a plague that was spreading 
through the galaxy. The Doctor and Sarah Jane, 
with the help of fugitive Exxilons, prevented the 
Daleks from obtaining the mineral, and the marines 
vowed to get it to those who needed it. 


After an attempt to revisit the planet Peladon 
resulted in uncovering a plot by Ice Warriors, 
former UNIT captain Yates investigated strange 
happenings at a Buddhist meditation centre at 
Tidmarsh Manor. The crystal from Metebelis Ill had 
attracted the attention of a colony of giant spiders, 
and the meditation group came under control of 
a spider. The Doctor and Sarah Jane travelled to 
Metebelis Ill, and the Great One threatened the 
Doctor to return the crystal. They escaped to 
encounter K’anpo Rimpoche, the Doctor's Time 
Lord mentor. The spiders stormed in as the Doctor 
returned to Metebelis Ill. He returned the crystal, 
which overloaded the psychic web and destroyed 
the spiders, but suffered a lethal dose of radiation. 
Returning to Earth, the Doctor collapsed, and with 
the guidance of K'anpo, regenerated once more. 


Q Liz Shaw 


‘| deal with facts, not science-fiction ideas.’ 


Elizabeth ‘Liz’ Shaw was recruited by the Brigadier 
to join the fledgling UNIT as its Scientific Advisor 
based on her extensive scientific knowledge. Liz is 
unhappy with the enforced recruitment, as she was 
busy researching for her doctorate at Cambridge. 
Still, the mystery of several meteorites intrigues 
her, as does the announcement that an alien with 
which the Brigadier was familiar — the Doctor — 
has resurfaced. 


The Doctor takes to her immediately, as Liz reminds 
him of an older Zoe Heriot. Liz fills a similar role, 
being more partner than assistant to the Doctor 
in the laboratory. Still, she longs to return to her 
studies and feels that her role as Scientific Advisor 
is more of an honorific, as the Doctor far outstrips 
her capabilities. After helping save the world from 
the Inferno Project, Liz returns to Cambridge to 
finish her studies. 


LIZ SHAW 


CONCEPT: 
Brilliant Scientific Advisor 


FOCUS: 
Science 


STORY POINTS: 12 


Awareness 3, Coordination 4, 
Ingenuity 4, Presence 3, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 1, Convince 1, Craft 1, 
Knowledge 4, Medicine 4, 
Science (Physics, Chemistry, and Biology) 5, 
Survival 1, Technology 3, Transport 1 


DISTINCTIONS: 
None 


WEAPONS: None 


TECH LEVEL: 5 


G Jo Grant 

‘If | hadn't asked my uncle to pull those strings and 
get me that job, | wouldn't have landed up in this 
mess in the first place...’ 


Trained in escapology, Jo is never without her 
skeleton keys. She escapes from captivity many 
times and even sneaks into prisons to rescue 
the Doctor. There is a tough side to Jo, too: while 
not physically strong, she can handle a gun, and 
sometimes steals one from her captors to secure 
her escape. As Jo spends time with the Doctor, she 
becomes more and more capable, incapacitating 
a Dalek and resisting the Master's hypnosis. 


While other assistants see the Doctor as a 
colleague or boss, Jo sees him as a friend. In 
time, the Doctor grows to like Jo in return, telling 
her about his childhood on Gallifrey. Although Jo 
enjoys travelling with the Doctor, she is happiest 
on Earth. 


JO GRANT 


CONCEPT: 
Enthusiastic UNIT Assistant 


FOCUS: 
Help 


STORY POINTS: 12 


Awareness 2, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 3, Conflict 1, Convince 3, 
Craft 1, Knowledge 1, Medicine 1, 
Science 1, Subterfuge 4, Survival 2, 
Technology 1, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: None 


TECH LEVEL: 5 


Q Sarah Jane Smith 
‘I'm a journalist, remember. You don't think 
I’m going to miss an opportunity like this?’ 


Sarah Jane Smith was an investigative journalist 
who was raised by her Aunt Lavinia after her 
parents died in a car accident. Lavinia Smith was 
a famous virologist and thus part of the Brigadier’s 
‘net’ when he tried to bring all of Britain's most 
noted scientists under protective custody. Sensing 
a story, Sarah Jane pretended to be her aunt in 
order to gain access. 


Believing the Doctor to be behind the kidnappings, 
Sarah Jane stowed away on the TARDIS and, after 
finding herself in mediaeval England, finally joined 
the Doctor to stop the Sontaran Lynx from altering 
history, remaining with the Doctor even through 
his regeneration. 


Sarah Jane is confident, curious, and a staunch 
supporter of gender equality. She sees the Doctor 
as a kindred spirit and enjoys solving mysteries as 
much as exploring the Universe. 


SARAH J ANE SMITH 


CONCEPT: 
Investigative Journalist 


FOCUS: 
Truth 


STORY POINTS: 12 
Awareness 4, Coordination 3, 
Ingenuity 3, Presence 3, 


Resolve 4, Strength 2 


SKILLS: 


Athletics 2, Conflict 2, Convince 3, 

Craft 1, Knowledge 3, Medicine 1, 

Science 1, Subterfuge 3, Survival 2, 
Technology 2, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: None 


TECH LEVEL: 5 


Q Brigadier Alistair Gordon 
Lethbridge-Stewart 

‘But Doctor, it’s exactly your cup of tea. This fellow’s 
bright green apparently, and dead.’ 


The Brigadier is the epitome of the stiff-upper-lipped 
military officer, a combination of devotion to duty 
and a healthy respect for discipline. His authoritative 
demeanour and maintenance of secrecy regarding 
UNIT’s activities have put a strain on his personal 
life. He transfers some of his frustrations onto the 
Doctor, often dismissing his Scientific Advisor's 
contrary points of view and fearing that the Doctor 
will abandon him at the earliest opportunity. 


In spite of sometimes being at loggerheads, 
the Brigadier and the Doctor have a healthy 
respect for each other which blossoms into 
true friendship. While the Brigadier always puts 
his duty first, he is a devoted friend who can be 
counted on when necessary. Even when he has 
to act contrary to the Doctor's wishes (such as 
blowing up the Silurian caves), the Brigadier is 
sensitive to his feelings. 


BRIGADIER ALISTAIR GORDON 
LETHBRIDG E- STEWART 


CONCEPT: 
Dedicated Military Officer 


FOCUS: Defence 
STORY POINTS: 12 


Awareness 4, Coordination 4, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 4 


SKILLS: 

Athletics 3, Conflict 3, Convince 4, 
Craft 3, Knowledge (Military Tactics) 3, 
Medicine 1, Science 1, Subterfuge 2, 
Survival 3, Technology 1, Transport 3 


DISTINCTIONS: 
None 


WEAPONS: Pistol (2/5/7) 


TECH LEVEL: 5 


THE THIRD DOCTOR 
CONCEPT: Exiled Time Lord 
FOCUS: Fight Evil 
STORY POINTS: 5 


Awareness 4, Coordination 5, 
Ingenuity 7, Presence 5, 
Resolve 6, Strength 4 


SKILLS: 
Athletics 3, Conflict 2, Convince 2, 
Craft 1, Knowledge 4, Medicine 2, 
Science 5, Subterfuge 2, Survival 1, 
Technology 4, Transport 3 


DISTINCTIONS: 
Time Lord — connected to the Vortex, 
able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
Sonic Screwdriver (Mk 2) — 
Distinctions: Scan (tricky controls), 


Transmit (limited range), Unlock/Seal 
(cannot open deadlock seals). 


TECH LEVEL: 10 


Q The Third Doctor 

‘A straight line may be the shortest distance 
between two points, but it is by no means the 
most interesting." 


The Third Doctor brought a splash of colour to 
time and space. His adventures were packed 
with excitement: heart-stopping chases, giant 
explosions, and daring escapes. He was a fighting 
Doctor, rushing through gun battles to disable his 
opponents with Venusian aikido. The Third Doctor 
is the epitome of cool, with all the latest gadgets 
at his disposal. Hovercraft, lasers, remote control, 
robots, karate, spacecraft: the Third Doctor 
would drive, fire, operate, defeat, fight with and 
pilot them all. 


Yet, alongside the excitement, there was a serious 
side to the Third Doctor. While he fought, chased, 
escaped, and aikido-threw his adversaries, 
his adventures also featured diplomacy, 
bureaucracy and ethical dilemmas. The Third 
Doctor might spend an entire adventure fighting 
an oppressive government, investigating an 
environmental disaster or negotiating between 
two superpowers, but he would do it with style, 
panache, and a cool cape. 


As he did all this, the Third Doctor took a moral 
stance. He always stood for ordinary people — 
whether they were human or alien — against 
exploitative governments and corporations, 
fighting human greed, stupidity, or aggression. 


The Third Doctor may have been exiled to Earth 
by the Time Lords, stranded as a punishment, but 
he quickly allied himself with UNIT and strived to 
defend the planet from alien invasion, while using 
their laboratory facilities to try to find a way to 
repair his TARDIS and escape back to travelling 
through time and space. 


O Invasion of the Chronovores 


G Intro 

Still trapped on Earth in the 1970s, the Third Doctor 
is eager to escape his exile and travel through time 
and space once more. To this end, he has scavenged 
components from the Master's TARDIS and is putting 
together a device that, when connected to his own 
console, should enable it to function normally again. 
Incongruous amongst all the circuitry and wires, yet 
seemingly a key component of the Doctor’s machine, 
is a large diamond that glows faintly from within. Ably 
assisted by Jo Grant, he is ready to commence the 
first test of his latest gadget. 


G Act One 

Despite the usual protests from Jo, Brigadier 
Lethbridge-Stewart, and Sergeant Benton, the 
Doctor is desperate for his experiment to succeed. 
When he throws the switch, nothing happens for 
the first few seconds; then, as the diamond glows 
brighter and the laboratory lights flicker, the centre 
of the TARDIS console begins to rise and fall, only 
to abruptly halt midway. Instead of the familiar 
wheezing and groaning, there is a loud humming, 


and the device begins to rattle and dance on the 
floor. It explodes, not with a bang, but with the 
sound of tearing. In front of the stunned Jo and 
Doctor, the air is split asunder to reveal a rip in the 
Vortex, the very fabric of time and space itself. All is 
silent, although Jo tells the Doctor she can hear the 
sound of a thousand whispering voices. A familiar 
laugh echoes as the Master steps from the Vortex, 
thanking the Doctor for being foolish enough to 
be part of his own escape. Yet, there is something 
else — the noise Jo could hear was the fluttering of 
wings — and a swarm of baby Chronovores has also 
been set free. The Master uses this distraction to 
escape with the diamond, but the Chronovores are 
uninterested in the Doctor and Jo, instead flying out 
of the UNIT building in a direction that would take 
them towards London. As the Doctor attempts to 
seal the rift, it has a further surprise; two shadowy 
figures that reveal themselves to be Kate Stewart 
and Osgood, members of UNIT from half a century 
into the future. With the assistance of Osgood, the 
Doctor creates a force-field that stops anything else 
coming out from the Vortex. Unfortunately for Kate 
and Osgood, it means they are stuck in the 1970s 
with no apparent way to get back home. 


p. Q Act Two 
] The characters are now presented with three 
major problems: the Chronovores are on the 
loose, the Master is free and no doubt intent 
on creating havoc, and the force-field is merely 
a temporary measure to prevent anything else 
coming out of the Vortex. Unfortunately, it also 
means Kate and Osgood cannot enter to return to 
the future. There are some interesting roleplaying 
opportunities here; both know not to disrupt 
the timeline by revealing exactly who they are, 
| but Osgood's hero-worship of the Doctor and 
= excitement at being in proximity to the TARDIS 
could provide ample comic relief. There’s huge 
potential for poignancy too, as Kate meets her 
father, although she'll likely be frustrated at his 
a typically militaristic reaction to the Chronovore 
x threat— ‘Yates, scramble all fighter jets!’ Someone 
should notice the diamond is missing, leading to 
Osgood and the Doctor realising they cannot seal 


the Vortex without it. The hunt is on. 


I YOUNG CHRONOVORE 


CONCEPT: Infant Transcendental Being 


ic FOCUS: Feed 
DL STORY POINTS: 2 
A | Awareness 3, Coordination 4, 


Ingenuity 2, Presence 3, 
Resolve 3, Strength 4 


AA SKILLS: 


Athletics 1, Conflict 3, 
Knowledge 3, Survival 2 


DISTINCTIONS: 
Chronovore — transcendental being, 
| able to fly, can manipulate time and space 
j through the Vortex, and can live forever. 
They are immune to firearms, and can drain 
a victim's short-term memories. 
They can be controlled by a high priest's 
seal, or the Taaron Ka diamond. 


WEAPONS: 
Claws (Str +2) 


TECH LEVEL: 11 


The Chronovores fly towards the densely- 
populated area of London, sensing that it will 
be a huge source of food. On the way, some of 
them occasionally dip down and feed. Being 
babies, their powers have not yet reached full 
fruition, although they still pose a threat; when 
they attack, they delete their victims’ short- 
term memories rather than erase them entirely 
from existence. Confused reports that read like 
Hitchcock’s The Birds are coming in, enabling 
UNIT to track the creatures. The characters can 
rig up a truck-mounted device that creates a 
containment force-bubble — time for a chase! 
It won't be easy, but the two eras of UNIT work 
well together, complimenting each others’ 
different approaches and the various tricks they 
have to use. The mission should be successful 
(hopefully), returning to UNIT HO with most of 
the baby Chronovores in tow. The arrival of an 
interfering government minister soon puts paid 
to the celebrations, however, and UNIT now find 
themselves involved in a battle of words as they 
are forced to justify the expense of their actions 
with the ‘meddlesome petty man’. 


While the truck is trying to round up most of 
the Chronovores, the Doctor and Jo attempt 
to locate the Master, possibly with a cobbled- 
together device to track its signature. Using 
Bessie, they engage in a real cat-and-mouse 
game — just when they think they've got him, 
the Master slips away using all his tricks — but 
eventually they catch up to him and bargain for 
the diamond. Naturally, the Master has one more 
ace up his sleeve; he uses the gem to augment his 
hypnotic powers against Jo, taking advantage of 
her jealousy of Osgood and forcing her to fight 
with the Doctor. In the ensuing tussle, the Master 
slips away, only to return as the Doctor brings 
Jo back to her senses. A handful of escaped 
Chronovores are with him, apparently controlled 
by the diamond, and the Master orders them to 
launch an attack towards the Doctor. However, 
the diamond abruptly loses its lustre and the 
Master is no longer in command; now in a 
feeding frenzy, the Chronovores realise that two 
Time Lords would be a better feast than one. 
Jo and the Doctor must work with the Master to 
escape, the three of them piling into Bessie; but, 


despite the faithful car's great speed and the 
Doctor's driving skill, they are no match for the 
Chronovores as they grow ever closer and swoop 
down for their final attack. 


G Act Three 

There is an ear-splitting shriek as the 
Chronovores are suddenly surrounded by 
Osgood's force-bubble; UNIT have arrived in 
the nick of time. Along with the Master and the 
remaining Chronovores, the characters return 
to HQ and attempt to reconfigure the Doctor's 
original device — this proves impossible, as the 
diamond seems lifeless. Yet, Jo is sure she can 
hear the same voices from before; while the 
others are discussing how to proceed, she can 
pick up the diamond, which begins to glow in 
her hand. Osgood notices this, the others so 
intent in their planning, and working together 
the two of them are able to imbue fresh life into 
the gem. Meanwhile, the baby Chronovores are 
weakening the energy field that surrounds them, 
and the Master is already attempting hypnosis 
on his UNIT soldier guard... 


The Doctor's device must be switched on at 
the exact moment the seal on the Vortex is 
deactivated, as he can sense other creatures 
attempting to break through (perhaps adult 
Chronovores seeking their young?). At the same 
time, the Master has escaped and finds his way 
into the laboratory, holding everyone hostage. 
What he doesn’t know is that the containment 
field has now failed and the Chronovores are flying 
towards the diamond; in the chaos that ensues, 
the Vortex is opened and the Chronovores are 
sucked through. Kate should grab the Master, 
both of them jumping into the rift in time and 
space, Osgood following after saying goodbyes 
— perhaps the three of them will have more 
adventures of their own before reaching home. 
With the equipment from the Master’s TARDIS 
now burned out — and the diamond seemingly 
lost in the Vortex — the Doctor wonders if he will 
ever be free from his exile on Earth. Meanwhile, 
the Brigadier is pleased to know that the future of 
UNIT is in ‘the bravest of hands’. 
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© Introduction 

‘Homo sapiens. What an inventive, invincible 
species. It’s only a few million years since they 
crawled up out of the mud and learned to walk. 
Puny, defenceless bipeds. They've survived flood, 
famine, and plague. They've survived cosmic wars 
and holocausts. And now, here they are, out among 
the stars, waiting to begin a new life. Ready to 
outsit eternity. They're indomitable. Indomitable.’ 


Released from his exile on Earth, the Doctor 
decided he had better things to do than fill out 
paperwork for the Brigadier. He returned to his 
wandering ways — and was drawn into the great 
battles of the cosmos. He hunted for the Key to 
Time and fought the first skirmishes of the Time 
War; he rescued Gallifrey from its conquerors and 
plunged into E-Space and beyond. He saved the 
Universe time and again. 


‘You may be a doctor, but I’m the Doctor. 
The definite article, you might say.’ 


His adventures were epic, diverse, scary, and 
at times funny, but there was a brilliant and 
mischievous charm to his encounters. With a hat 
perched carefully on the top of his mass of hair, 
the long coat hiding pockets of useful (or useless) 
knickknacks, and the iconic scarf trailing on the 
floor, for many the Fourth Doctor was the Doctor. 
Definitely the definite article. 


He did it all wonderfully. More importantly, he did 
it all absurdly. First things first — would you like a 
jelly baby? 


But if | kill, wipe out 
a whole intelligent 
life form, then I'd 
become like them. 
l'd be no better 
than the Daleks. 
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© The Fourth Doctor's Era 


Q Who is the Fourth Doctor? 

The Doctor's fourth incarnation couldn't have 
been any more different to his predecessor. 
The Third Doctor was a paternal figure with 
extravagant tastes and style. He was an action 
hero, willing to take the fight directly to his 
enemies. By contrast, the Fourth Doctor is a 
bohemian, dressed in a rumpled jacket and long 
scarf, and seems very much the reluctant hero. 
His alien and often-childlike behaviour gives 
the mistaken impression that he is distracted or 
oblivious. He outwits his opponents rather than 
directly opposing them. 


While he appreciates and respects humanity, the 
Fourth Doctor feels no particular affinity to Earth as 
a home, preferring to explore the Universe. While 
he aids UNIT on occasion (and, indeed, delays 
leaving Earth to deal with a threat to the planet), he 
distances himself from his role as scientific advisor; 
this is not a Doctor that likes being tied down. 


That said, he enjoys the company of his companions, 
both as friends and as students. Sarah and Harry 
are more the former, while the Doctor mentors 
both Leela and Romana in different ways. Adric is 
a return to the wide-eyed youthful companions of 
the First and Second Doctors. 


No matter what the relationship, the Fourth Doctor 
is always the Alpha, in no small part because he 
is simply inscrutable most of the time. During 
the Fourth Doctor’s adventures, we learn more 
about the Doctor and the Time Lords than we had 
during his previous incarnations. We discover that 
he wasn't a particularly good student and that his 
struggles with the TARDIS are more due to his 
blundering than flaws in the design. Thus, while 
he stood above most of the humans he met, the 
Fourth Doctor isn't held in high regard amongst 
his own people. 


Even though we gain these insights into the 
Doctor and his people, mysteries remain. The 
White Guardian, who is more powerful than the 


Time Lords, chooses the Doctor as his champion, 
while Morbius reveals that the Fourth Doctor may 
actually be in his Tenth (or more!) incarnation. 


In spite of his eccentricities, the Fourth Doctor is 
a hero. His mind is constantly multi-tasking, often 
making it appear that he is distracted when he is 
really listening intently. He has a healthy respect 
for history and opposes anyone who threatens its 
natural course, even refusing to utterly destroy the 
Daleks because of his values. 


Q Who are the Doctor's Companions? 
Throughout most of his travels, the Fourth 
Doctor chooses adults rather than teenagers as 
his companions (at least until Adric and Nyssa). 
Such companions join the Doctor for adventure 
(although Harry is a reluctant traveller) rather than 
from a need for a mentor. Sarah Jane, inherited 
from the Doctor’s previous incarnation, is an 
investigative journalist, Leela is a warrior, and 
Romana is a fellow Time Lord. 


For players, this means that companions can 
have very useful skill sets and can do a lot 
of adventuring on their own without overly 
relying on the Doctor's expertise. Adric and 
K-9 are brilliant at mathematics, and K-9 is a 
supercomputer on wheels. Leela can outfight 
most of her adversaries while Romana is a Time 
Lord with more ‘book smarts’ than the Doctor. 
When making companions for the Fourth Doctor, 
shy away from helpless screamers. 


Interestingly, Romana is actually a better model for 
a Time Lord player character than the Doctor. She 
is young and reasonably inexperienced. While her 
skill set is extremely advanced and diverse, she 
doesn't have a wealth of special abilities, friends, 
and enemies of the Doctor. Few Time Lord player 
characters are as powerful as the Doctor. 


Q Two Many Time Lords 

The Fourth Doctor is the only incarnation to have 
another Time Lord as a long-term companion. 
There are a few factors the Gamemaster should 
take into account before allowing multiple 
Gallifreyans to share the same TARDIS. Time Lords 
are powerful characters with many abilities that 


can unbalance a game if you are not careful to 
make sure that the other players have their time 
in the spotlight. 


Time Lords are usually academics, so Human 
companions could focus on more action-oriented 
skills, at the risk of ending up as glorified 
bodyguards. Companions could also prove 
better at social interaction, given the inherent 
arrogance and eccentricity of many Time Lords. 
If many adventures are going to be set on Earth 
or other human-centric worlds, experience 
among their own people gives human characters 
another advantage. There are also non- 
Gallifreyan characters that come pretty close 
to equalling the abilities of a Time Lord — for 
example, Time Agents or other advanced future 
humans (or aliens). 


With group dynamics checked, the next problem 
is how to make the Time Lords distinct. The 
problem is that they are very likely to have a 
similar skill set and be constantly in competition 
with each other. The players should make sure 
they each specialise a little more so they can 
complement each other. 


For instance, if one is an ace TARDIS pilot, the 
other should be the engineer who knows how to 
fix it. You can (and should) break the stereotype 
as well. If one is an academic, the other might be 
a warrior (an ex-Citadel guard perhaps) or even a 
thief. Remember also that each Time Lord need 
not be an expert time traveller. Many have led 
a cloistered and pampered life on Gallifrey and 
never ventured out. 


If you do have two Time Lords in your group, it is 
the perfect excuse to bring more Gallifreyan plots 
to your campaign. With only one Time Lord, a trip 
to Gallifrey means the other player characters are 
instantly marginalised. The Time Lords are not an 
especially accommodating people. The Doctor 
wasn't even sure if he was allowed to bring Sarah 
Jane Smith there (although Leela got to stay). 
With two Time Lords, or a whole party of them, 
each character can be fully involved in the plots 
and mysteries of the Lords of Time. 
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© Themes of the Fourth Doctor's Era 
When running or playing games in the style of the 
Fourth Doctor's era, keep the following in mind. 


G The Demystification of the Time Lords 
When the Second Doctor stood trial for his theft 
of a TARDIS and his interference with history, the 
Time Lords were presented as extremely powerful 
beings. They quickly stopped an invasion of their 
world, and they removed the War Lord and his 
comrades from history (conveniently sorting the 
issue of the displaced Earth soldiers) while isolating 
their world from the rest of the Universe forever. 
Their dealings with the Third Doctor showed Time 
Lords capable of travelling through time and space 
without TARDISes, breaking the Laws of Time when 
necessary, and removing information from a fellow 
Time Lord’s mind. 


During the Fourth Doctor's adventures, the Time 
Lords are portrayed as a rather conservative 
group enmeshed in ceremony and tradition, not 
unlike a university culture whose members never 
leave the grounds or participate in the rest of the 


world. They are so dedicated to non-interference 
and devoid of strong emotion (they take classes 
in detachment) that they've become incapable of 
helping themselves. In contrast to the demigods 
that quickly stopped the War Lord, the Time 
Lords are conquered twice in a single adventure 
(although the Doctor helped). 


They also seem petty; the Time Lord that oversaw 
the Doctor's trial, Chancellor Goth, betrays Gallifrey 
to the Master simply because he was going to be 
passed over for the Presidency. Chancellor Borusa, 
with Sontarans killing Gallifreyans, resists the 
Doctor getting the Great Key, which was necessary 
to power a De-Mat gun to stop the invaders. 


Q The Far Future 

Earth's future history, at least in broad strokes, is 
fleshed out during the Fourth Doctor's adventures. 
Nightmare of Eden takes place around 2116. The 
Nerva Beacon is established after the Galactic 
Cyber-Wars of the 26th century. The Invisible 
Enemy is set in the year 5000, while the Battle of 
Reykjavik during World War IV takes place in the 


51st century. The Ark in Space and The Sontaran 
Experiment are set around 15,000 and Earth is 
presumably abandoned not long after World War 
IV. The Sun Makers date is unspecified, but it 
likely takes place after 15,000. Planet of Evil is the 
furthest out as it takes place in 37,166. 


Q Gothic Aesthetic 

Most of the Fourth Doctor's early adventures had 
a ‘gothic’ feel reminiscent of the horror literature of 
the 19th century and the films inspired by it. These 
had a darker, more adult tone, no doubt helped by 
the relative isolation of the Doctor and companions 
(UNIT only appeared in four adventures). This was 
highlighted by the Doctor’s preference for the 
darker secondary console room for several of 
these adventures. 


One of the major characteristics of the gothic 
adventures of the Fourth Doctor is the liberal 
borrowing of plot elements from horror films and 
literature. The Brain of Morbius is a reworking of 
Frankenstein’s monster, Pyramids of Mars deals 
with mummies, Egyptian gods, and a possible 
apocalypse, while The Seeds of Doom is a mix of 
alien invasion stories. 


One important aspect of the gothic aesthetic 
is that it is exactly that, window dressing. 
None of the Fourth Doctor's adversaries are 
supernatural in origin; indeed, they are explicitly 
given scientific explanations (psychic powers 
are considered scientific rather than magical). If 
you are borrowing from horror tropes to flavour 
your adventures, remember to ground them with 
logical explanations. 


G New Adversaries 

The Fourth Doctor has been (thus far) on more 
adventures than any of his other incarnations. It may 
therefore be surprising to note the lack of recurring 
adversaries amongst them. Only the Daleks, 
the Master, and the Sontarans are encountered 
more than once. When the Doctor does meet old 
adversaries, there is a note of finality about their 
appearances; the Cybermen were on their last 
legs, while the Sontarans were conceivably erased 
from history (although this turned out not to be the 
case in either circumstance). 


The lack of recurring adversaries means that your 
players should never quite be certain of what they 
are facing; they should learn about the nature of 
their adversaries during the adventure. This also 
helps ensure that the adversaries organically meld 
with the plots; there’s little ‘shoe-horning’ of a 
popular monster into an adventure that would 
work quite well without it. That said, there are 
many adversaries worth a return appearance; while 
the Doctor may be 750 years old at this point, your 
players aren't, and meeting an old enemy gives 
player characters a chance to act knowledgeable, 
as the Fourth Doctor was prone to do. 


Q The Fourth Doctor's TARDIS 

Freed from exile on Earth, the Doctor and 
the TARDIS returned to their wandering ways. 
The Doctor continued to have a tempestuous 
relationship with his vehicle — sometimes he was 
frustrated by the ship's stubborn ways, but he 
defended it from the aspersions cast upon the 
‘vintage vehicle’, especially by Romana. 


The Fourth Doctor was especially willing to modify 
the TARDIS as needed. Romana started the process 
when she installed a connector for the tracker used to 
follow the Key to Time, but the Doctor also installed a 
randomiser to avoid the attention of Gallifrey and the 
Black Guardian, and integrated K-9 into the TARDIS’ 
systems so he could remotely access the computer 
databanks, sensors, and navigation controls. 


For some time on his journeys, the Doctor 
operated the TARDIS from the secondary control 
room. His previous incarnations considered using 
this chamber, but the Fourth found it to his liking 
(perhaps frustrated with the original console after 
his long time spent fixing it on Earth). 


Two key TARDIS properties were revealed during the 
Fourth Doctor’s tenure. The TARDIS can ‘burn up’ 
rooms for extra thrust, converting its internal mass 
into energy. It also contains a tranquil Cloister Room 
where the Cloister Bell was kept. This bell sounded 
when the TARDIS detected terrible danger. 
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© The Fourth Doctor's Adventures 

For the Brigadier and Sarah, the differences 
between the Doctor's previous incarnation and 
his new one were immediately apparent. While 
the Third Doctor came to see the Earth as a home 
even after his exile was lifted, this new Doctor 
was reinvigorated with the wanderlust of previous 
incarnations and couldn't wait to set off in the 
TARDIS and leave the Earth behind. He stayed 
only long enough to foil yet another plan by mad 
scientists to reshape the world — this time with 
the aid of a giant robot — before heading off with 
Sarah once again into time and space, along with a 
sceptical Harry Sullivan. 


Together, the Doctor, Harry, and Sarah explored 
Earth's future after solar flares had threatened 
the planet. Humanity survived by waiting them 
out in suspended animation in a space station, 
although they almost became hosts to the 
insectoid Wirrn. Spacefaring humans returned to 
Earth only to become unwilling test subjects for 
a Sontaran, and no sooner did the Doctor and 
companions fix both of those situations then 
they were scooped up by the Time Lords, who 
basically forced the Doctor to perform a mission 
for them. 


While the Doctor did not know it at the time, he was 
the catalyst for the Last Great Time War, as he'd 
been instructed by the Time Lords to eradicate the 
Daleks at the moment of their birth or, failing that, 
to at least affect their development to make them 
easier to defeat. In the end, the Doctor delayed 
their advancement for about a thousand years, but 
noted that the Daleks’ existence would, in the end, 
ironically do far more good to the Universe. 


The Time Lords sent the Doctor back in time to 
retrieve his TARDIS, which coincidentally aligned 
with a plan by the last remnants of the Cybermen 
to destroy the remains of Voga, a planet of 
gold that was exploited to destroy them in the 
Cyberwars. After dealing with them, the Doctor 
returned to Earth once more, saying goodbye 
to Harry while helping the Brigadier deal with a 
Zygon invasion. 


The Doctor next took Sarah to the edge of the 
Universe in the 32nd century, where it overlapped 
with an incompatible antimatter universe. 
Understanding the danger, the Doctor worked 
with the antimatter beings to prevent humans from 
mining it, even to save their own suns. The Doctor 
and Sarah then returned to Earth in the early 20th 


century, where the Doctor stopped an imprisoned 
Osiran criminal from escaping and destroying the 
world, teaching Sarah an important lesson about 
the weave of time in the process. They travelled 
to what seemed like a 1980 English village, which 
turned out to be a testing ground for a Kraal 
invasion of Earth. After defeating the Kraals and 
enjoying a brief reunion with Harry, the Doctor 
and Sarah set off for the future yet again; this time 
they encountered and defeated an old Time Lord 
criminal, Morbius, who, now denied regeneration, 
attempted to live on in a new body composed of 
dead space travellers. 


The Doctor and Sarah returned to Earth to help 
UNIT foil a Krynoid invasion that would have put 
plants above the animal kingdom, and the Doctor 
inadvertently took a ball of sentient psychic energy 
known as the Mandragora Helix to 15th century 
Italy, where he was able to drain the helix’s power 
and repel it from Earth before it could forestall the 
Italian Renaissance. They then returned to Earth 
during Sarah's own time to defeat a reconstituted 
Kastrian that, denied the ability to restore his 
species, intended to conquer Earth. This would 
prove to be Sarah's last adventure, as the Doctor was 
summoned to Gallifrey and seized the opportunity 
to return a frustrated Sarah to her own life. 


The Doctor arrived on Gallifrey only to be implicated 
in the Lord President's assassination. He soon 
discovered that this was part of a plot devised by the 
Master, who'd used up his regenerations and was now 
little more than a walking corpse. He’d hoped to use 
the Eye of Harmony to regenerate while destroying 
Gallifrey, but the Doctor foiled his plans. 


The Doctor spent a lot of time wandering 
(perhaps decades or even centuries), before he 
arrived on a planet where an Earth colony had 
devolved into two factions manipulated by a 
sentient computer that had gone insane thanks to 
a mistake the Doctor had made while repairing it 
during a previous visit (a fact that, in the Doctor's 
mind, was long enough ago that he'd forgotten 
about it!). The computer used his face, so to the 
colonists, the Doctor seemed to be an evil force. 
The Doctor soon set things right and Leela joined 
him in the TARDIS. 


The two travelled to a sandminer in Earth's future, 
where much of the labour was performed by 
robots. These robots had become killing machines 
under the influence of an engineer that had been 
raised by robots and wanted them to be free. After 
solving the murder mystery, the Doctor took Leela 
to 19th century Earth to learn about her ancestors, 
only to become embroiled in yet another murder 
mystery, this one perpetuated by a time-travelling 
war criminal from Earth’s future. 


After solving another mystery inside an early 20th 
century lighthouse involving a Rutan scout, the 
Doctor and Leela travelled to 5000 CE, where 
they defeated a sentient virus and acquired K-9. 
The three travelled to 1980s Earth where they 
encountered and defeated the Fendahl, who'd 
been responsible for humanity’s development only 
to exploit it for its own purposes. Exploitation was 
writ large when the Doctor and his companions 
travelled to the future and discovered that the 
Usurians were exploiting humanity through drugs 
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and taxes, moving them from planet to planet but 
never telling them that their original planet, Earth, 
had recovered while humanity was away. 


The Doctor encountered the Minyans, a species 
with limited psychic ability and regeneration, where 
the reason for the Time Lord noninterference policy 
was revealed. They’d once helped the Minyans 
advance, only for those advancements to lead to 
the Minyans destroying their own homeworld. 


In an uncharacteristic move the Doctor took his 
companions to Gallifrey, where he claimed the 
title of Lord President and aided an invading force, 
the Vardans, to land. This was all a ruse, however, 
and the Doctor tricked the Vardans into exposing 
their homeworld, which he then destroyed with 
the Matrix. Unfortunately, it was the Doctor who 
was ultimately played as the Vardans were simply 
a distraction for the Sontarans. The Doctor was 
able to defeat them, and both of his companions 
elected to remain on Gallifrey. 


Recruited by an enigmatic being that claimed that 
the Universe was out of balance and that the Key to 
Time was necessary to stabilise it, the White Guardian 
tasked the Doctor with finding the six segments of 
the Key, which were scattered across time and space. 
He also warned the Doctor about the Black Guardian, 
who wanted the Key for his own nefarious ends. 


The Doctor reluctantly accepted this quest and was 
assigned a new companion, Romana. He also built a 
new K-9. Romana was given a tracer that would allow 
them to find the segments. They travelled to the 
planet Ribos, where the first segment was disguised 
as jethrik ore, and to a ‘planet’ that was actually an 
enormous pirate vessel that was consuming planets 
to fuel the immortality of its Queen. The Doctor 
foiled her plan, and discovered that the remains of 
one destroyed planet was the second segment. 


The Doctor, Romana, and K-9 returned to UNIT- 
era Earth, where Cessair of Diplos, a fugitive and 
murderer who stole the Great Seal of Diplos, was 
hiding from the Megara, justice machines with little 
sense of justice. The Doctor exposed her, revealing 
that the Great Seal was the third segment, before 
travelling to Tara. There, the fourth segment was 
quickly found before the TARDIS team became 
embroiled in courtly intrigue that involved a 
princess who looked exactly like Romana! 


The fifth segment was discovered to be a giant 
monster on a swamp planet, while the sixth key was 
actually a person — Princess Astra of Atrios. In the 
far future, the Black Guardian plotted to plunge 
the entire Universe into perpetual war. The Black 
Guardian's agent, the Shadow, managed to acquire 
all six segments, which destroyed Astra, until the 
Doctor intervened at the last moment. The Doctor 
took the Key to the White Guardian, whereupon he 
realised that the White Guardian's indifference to 
Astra's sacrifice meant that the White Guardian was 
actually the Black Guardian in disguise. The Doctor 
rescattered the Key, which brought Astra back to life. 


On the run from the Black Guardian, the Doctor 
installed a ‘randomiser’ in his TARDIS, which, 
harkening back to the Doctor's earlier travels, 
meant that he had no idea where he was going. 
Still, he ended up on Skaro, where the Daleks were 


busy excavating their creator, Davros, to aid in their 
war against the robotic Movellans. The Doctor 
fought both sides and left Davros in the hands of 
Earthlings who'd been brought to Skaro as slaves. 


Returning to Earth, they encountered Scaroth, the 
last of the Jagaroth. Having been splintered across 
time, Scaroth financed a time travel technology 
that would enable him to go back to when his ship 
exploded and prevent its destruction. Realising 
that the ship’s destruction is what sparked life on 
Earth, the Doctor stopped him. 


The Doctor then stopped a trade ambassador from 
another world being used to kill political enemies 
on Chloris; separated two crashed spaceships 
while uncovering a drug smuggling ring; freed a 
world from the influence of the resource-draining 
Nimon; prevented two species from going to 
war on Argolis; and foiled a shapeshifting plant, 
Meglos, from stealing a powerful artefact. 


The Time Lords summoned Romana back to 
Gallifrey, but the TARDIS became stuck in Exo- 
Space. The Doctor helped a local population 


escape its world with a repaired starship, picked 
up new companion Adric, and then freed the 
descendants of a crashed Earth vessel from the 
influence of the Great Vampire. The Doctor was 
finally able to free the TARDIS from Exo-Space 
by using a null-space between universes, but 
Romana and K-9 elected to remain behind to 
help the Tharils, time-space sensitives that had 
been enslaved. 


The Doctor and Adric travelled to Traken, and 
discovered that the Master had survived and 
taken over a new body. The Doctor went to 
Earth, inadvertently picking up Tegan, and then 
to Logopolis (upon the urging of the Watcher, 
a time-twisted echo of the Doctor), where its 
mathematicians tried to prevent the heat death 
of the Universe. Unfortunately, the Master 
followed him along with Nyssa and attempted 
to hold the entire Universe hostage. The Doctor 
stopped him, but was mortally wounded when 
he fell from a great height. Surrounded by 
his companions, the Doctor and the Watcher 
merged as he regenerated. 
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Q Harry Sullivan 


‘Well, | suppose | must have done that, yes...’ 


Seconded to UNIT from the Navy, Harry is a 
doctor for UNIT when the Doctor regenerates into 
his fourth incarnation. With some encouragement 
from Sarah Jane Smith, Harry soon finds himself 
a part of the TARDIS crew, and the three of them 
travel together. Though Harry often infuriates the 
Doctor, the two of them have a kind friendship 
which serves Harry well during his time aboard 
the TARDIS. 


Eventually recalled to Earth by the Brigadier, 
Harry, Sarah Jane, and the Doctor cut off an 
attempted invasion by a group of Zygons. It is 
at this point that Harry decides to leave his life 
as a time traveller behind him, and settle his feet 
safely back on Earth. Harry leaves UNIT during 
its upheaval and reformation, moving instead to 
NATO, where his business is kept very secret. 


HARRY SULLIVAN 


CONCEPT: 
Naval Surgeon-Lieutenant 


FOCUS: 
Protection 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 2, Conflict 3, Convince 1, 
Intuition 1, Knowledge 1, Medicine 4, 
Science 1, Subterfuge 2, Survival 1, 
Technology 2, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 


Q Romana (I & Il) 


‘don't want to spend the rest of my life on Gallifrey 
after all this.’ 


Romanadvoratrelundar is assigned by the White 
Guardian to assist the Doctor in his search for the 
Key to Time. Romana graduated the Academy with a 
triple First, and is an expert in temporal technology, 
physics, and even advanced psychoanalysis. 
Romana also proves very practical, able to apply her 
knowledge easily and quickly to almost any situation. 


After completing her mission for the Time Lords 
with the Doctor, Romana decides she’s in no rush 
to return to the cloying atmosphere of Gallifrey. As 
an academic, she is still eager to learn and face new 
challenges. The Time Lords order her to return, but 
she finds a way to disobey them. She chooses to 
remain in E-Space with K-9 MII and help the Tharils, 
where even the Time Lords might find it difficult to 
bring her home. 


ROMANA I &Il 
CONCEPT: Time Lord 
FOCUS: Explore 
STORY POINTS: 8 / 6 


Awareness 3, Coordination 3, 
Ingenuity 9, Presence 5, 
Resolve 5, Strength 2 


SKILLS: 
Athletics 3, Conflict 1, Convince 4, 
Craft 3, Intuition 3, Knowledge 
(Psychoanalysis) 4, Medicine 2, 


Science (Temporal Physics) 5, Subterfuge 3, 
Survival 1, Technology 5, Transport 3 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time, and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
Key to Time Tracer 
(Romana l) or Sonic Screwdriver (Romana ll) 


TECH LEVEL: 10 


Q K9 


‘Your silliness is noted.’ 


K-9 is presented to the Doctor and Leela by his 
original owner, Professor Marius. He is a very 
loyal robot dog, following the commands of his 
master or mistress with little or no thought to his 
own safety. K-9 can be a little superior when he 
knows that he’s right, which is quite often. While 
capable of using deadly force, he only uses it 
when expressly commanded to. 


Before leaving the original K-9 with Leela on 
Gallifrey, the Doctor begins work on a new 
version, the Mark Il. This new K-9 is a slightly 
upgraded model, but somewhat ‘overclocked’ as 
it requires more maintenance and upkeep. The 
Doctor also has a tendency to change and adapt 
this model, changing his personality and voice at 
one stage. 


K-9 


CONCEPT: 
Intelligent Robot Dog 


FOCUS: Service 
STORY POINTS: 10 


Awareness 3, Coordination 2, 
Ingenuity 7, Presence 1, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 1, Conflict 2, Convince 3, 
Knowledge 8, Medicine 3, Science 5, 


Subterfuge 1, Survival 1, 
Technology 8, Transport 2 


DISTINCTIONS: 

Robot — higher Attributes and Skills, 
in-built weapon, able to use Unlock/Seal 
and Scan Gadget Distinctions, and has a 

photographic memory. However, it cannot 
use stairs, is slow, and cannot swim. 


WEAPONS: 
Nose Blaster (4/8/L) or (S/S/S) on stun. 


TECH LEVEL: 8 


Q Leela 
‘lama warrior of the Sevateem, | know the different 
sounds of death.’ 


Leela is a warrior of the Sevateem tribe — 
descendants of the survivors of a crashed Earth 
survey ship. Although the Doctor turns down her 
request to accompany him on his travels, she 
ignores him and runs into the TARDIS. Leela lacks 
knowledge of technology but is highly intelligent 
and not intimidated by advanced machines or 
concepts. She rephrases things in terms that 
she can understand in order to help herself work 
through solutions. Her warrior attitude means 
that she is quick to respond to threats with her 
knife and poisonous Janis thorns. This does not 
go down well with the Doctor, but Leela resists all 
attempts to ‘civilise’ her. 


LEFLA 


CONCEPT: 
Brave Warrior Survivor 


FOCUS: 
Explore 


STORY POINTS: 12 


Awareness 3, Coordination 5, 
Ingenuity 4, Presence 3, 
Resolve 4, Strength 4 


SKILLS: 
Athletics 3, Conflict 4, Convince 3, 
Craft 3, Intuition 3, Medicine 2, 
Subterfuge 2, Survival 2 


DISTINCTIONS: 
None 


WEAPONS: 
Knife (Strength +2) 


TECH LEVEL: 1 
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THE FOURTH DOCTOR 


CONCEPT: 
Eccentric Time Lord 


FOCUS: Travel 
STORY POINTS: 5 
Awareness 4, Coordination 4, 


Ingenuity 7, Presence 5, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 3, Conflict 4, Convince 4, 
Craft 1, Intuition 4, Knowledge 5, 
Medicine 2, Science 5, Subter-fuge 3, 
Survival 2, Technology 4, Transport 4 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
Sonic Screwdriver (Mk 4) — Scan (tricky 
controls), Transmit (limited range), Unlock/ 
Seal (not mechanical locks), Story Points: 3 


Jelly Babies, Scarf, Local Field Gravity 
Detector (Yo-Yo) 


TECH LEVEL: 10 


Q The Fourth Doctor 
‘Work for? | don’t work for anybody. I’m just having fun.’ 


For those meeting him for the first time, the Fourth 
Doctor is, more so than his other incarnations, an 
alien. He can be frustratingly dismissive of those 
with whom he found fault or simply didn't like. 
Even his friends have trouble understanding him. 
He is cantankerous and eccentric. The Doctor 
loves to keep people off balance by doing and 
saying strange things at odd times. He also hates 
being told he is wrong, especially when he is. He 
is a passionate creature of extremes and mood 
swings. When involved in a crisis he is hard to keep 
up with, always running when he might walk. But in 
calmer times he is very hard to rouse from a game 
of chess or an afternoon of fishing. 


Despite being so detached and all of the alien 
qualities, the Fourth Doctor eulogises about 
humanity's indomitability. He is quirky, quick to 
engage in a bit of banter with his opponents, offering 
a jelly baby to really catch them off guard. But behind 
all those quips and scarf flipping, he has a darkness 
that he’s often unwilling to face. This incarnation 
is charged with Universe-shaking quests, such as 
collecting the parts to the Key to Time, and travelling 
beyond the boundaries of the Universe into E-space. 
He also returns to Gallifrey several times and, for a 
time, travels with another of his people, Romana. 
After so many adventures and so many deadly 
enemies, it is almost ironic that his next regeneration 
is caused by something as mundane as a fall. 


© The Curse of Starlight 


G Intro 

In the twilight of the Victorian Era, the National 
Museum in London is hosting a new exhibition, 
showcasing important treasures from across the 
British Empire, gathered together for the first 
time. The great and the good have been invited 
to the prestigious launch event, held on a chilly 
October evening in the grand entrance hall of the 
museum. Among the assembled guests are Henry 
Gordon Jago and Professor George Litefoot — 
‘Investigators of Infernal Incidents’ — and tucked 
away in the corner of the hall, mistaken for an 
exhibit, stands the TARDIS, faintly humming. 


G Act One 

The display cases around the hall are filled with 
incredible objects from all across the world, and 
in the brightest case, right in the middle sits the 
Taaron Ka diamond. Jago in particular is in awe 
of the ‘dazzling display of such a debonair and 
desirable diamond’, while Litefoot has seen it 
before, during his time in China as a child. The 
diamond has certainly been on some travels. 


At this point, they might be surprised to find the 
Doctor in attendance, and if they're keeping to 
character, the Doctor's player might suggest that 


the diamond has a few more journeys to come yet. 
Everything is going swimmingly — the highlights 
of London society enjoying an evening in the 
presence of some beautiful objects. That should 
be a clue to the players in itself — if there’s nothing 
wrong, then the Doctor has probably landed in the 
wrong place! 


Observant characters may notice that among 
the assorted guests, dressed to the nines in their 
finery, there’s a shady figure lurking about in the 
background. Dressed in little more than rags, the 
man stands about four feet tall and moves swiftly 
enough to escape the attention of most people. If 
the characters manage to spot him, and keep track 
of his movements, they notice that he’s moving 
from display to display, in search of something. 


Eventually, he reaches the Taaron Ka. If the 
characters haven't spotted him before now then 
their peaceful evening is shattered by the sound of 
smashing glass. Beaming with delight, the figure 
tries to operate a battered Vortex Manipulator, but 
it crackles and sparks, leaving him standing in full 
view of everyone. 


Before anyone can react, he shoves a gentleman out 
of the way, and scarpers up the stars at the end of 
the hall, vanishing into the depths of the museum. 
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HENRY GORDON J AGO 


CONCEPT: Theatre Impresario and 
Investigator of Infernal Incidents 


FOCUS: Fortune 
STORY POINTS: 12 
Awareness 2, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 3, Strength 2 
SKILLS: Conflict 1, Convince (Oratory) 3, 
Intuition 2, Knowledge 4, Subterfuge 2, 
Technology 1, Transport 1 
DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 4 


PROFESSOR GEORGE LITEFOOT 


CONCEPT: Police Pathologist and 
Investigator of Infernal Incidents 


FOCUS: Investigation 
STORY POINTS: 12 


Awareness 3, Coordination 2, 
Ingenuity 5, Presence 2, 
Resolve 3, Strength 2 


SKILLS: Athletics 2, Conflict 2, Convince 2, 
Intuition 3, Knowledge 4, Medicine 5, 
Science 4, Technology 1, Transport 1 


DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 4 


G Act Two 

Giving chase through the museum, characters 
eventually find the figure struggling with a locked 
door at the end of a corridor lined with stuffed 
animals. He shouldn't be alarmed as they close 
in on him. ‘Stay back,’ he shouts, ‘or l'Il set the 
displays on youl”. 


If the characters try to get closer, or even if they 
push their luck by trying too hard to talk him 
down, the figure pulls a small device from his 
belt and operates the controls. With a horrible 
screech, some of the stuffed animals lurch into 
life! A grizzly bear roars, bats swoop overhead, 
and the corridor erupts into a cacophony of noise. 


In the chaos, the figure vanishes. The characters 
note that the longer he’s been gone, the slower 
the animals become. Whatever device is causing 
them to gain some kind of sentience has a limited 
field of operation. If any animal comes too close 
to causing serious harm to one of the characters, 
perhaps it drops down inanimate again just before 
it can inflict the killing blow. 


With the chase on, the characters need to locate 
the mysterious man while avoiding the many 
dangers posed by a museum which collects 
everything. It’s a great excuse to throw all kinds 
of unexpected and fun things in for the player 
characters to face. A room full of dinosaur bones 
might spring into life, accompanied by some life- 
size Victorian figurines like those found in Crystal 
Palace. The butterfly room might provide a 
beautiful if confusing flurry of colour as a thousand 
tiny wings flutter around their heads. 


Eventually, the players follow the trail of destruction 
left by the figure to a small staircase right at the 
back of the museum. At the top, they notice an open 
door, and a chill wind blowing in from the night. 


The figure sits on the edge of the museum’s roof, 
looking out at the city beyond. After a hectic 
chase, the sudden calm is eerie. ‘There’s nowhere 
left to run,’ the figure muses, defeated. His Vortex 
Manipulator is burnt out. He explains that his name 
is Brian (a name which has made a comeback in 
the 51st century) and that he used to be a Time 


Agent. Since the Agency's collapse in the wake 
of the Time War, he’s gone freelance, helping to ; 
secure valuable items from across time and space 
for people willing to pay big. a i, 6 


The Taaron Ka has been a particular difficulty. 
Everywhere he’s looked for the diamond 
throughout history, it’s caught up in danger and 
death. And he’s noticed something else, too; 
the Doctor is always there. Their stories are tied - À 


se 


together across time. With a zap, the diamond 

disappears in a flicker of sparks and shimmers. His 

buyer has retrieved the goods, and probably made At 

payment. But they haven't thought to teleport him i 

away, and he’s got some bad news... iin à 


G Act Three 


The device used to activate the exhibits was linked 
to Brian’s Vortex Manipulator battery. With the 
power almost out, the device is malfunctioning, 
and the most recent exhibits are making their way ME ; 


up the stairs to the roof. 


It's entirely up to Gamemaster discretion which f H 


creatures make their way up to the rooftop — the 
malfunctioning device can have an ever-expanding 
field of operation if you want to involve creatures ity 

you'd encountered earlier on in the adventure. You Ay J “ 
may wish to bring back the ones ad fs 
players reacted most favourably 

to, or the ones they were most BRIAN 

pleased to have escaped, for 
one final showdown before the 


time runs out. FOCUS: The Prize 


CONCEPT: Time Agent turned Criminal 


This can be played out as a STORY POINTS: 8 
chance to stall until the power 
runs out (in 6 minutes), or an 
opportunity for a tech-savvy 
character to try and find a 
way to disarm the device SKILLS: Athletics 2, Intuition 3, 
(Tech Level 8). The same Knowledge 4, Subterfuge 3, Survival 2 
character can choose to either 
let Brian go, fixing his Vortex 
Manipulator at the same time, EQUIPMENT: 
or make him stay and help with Faulty Vortex Manipulator (doesn’t work) 
the tidying up. He’s the reason 
the priceless Taaron Ka has Animator — Distinction: Animate — 
animates objects within 50 metres (limited 
range, limited charge), Story Points: 1 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 3, Strength 3 


DISTINCTIONS: None 


gone missing, after all. 


TECH LEVEL: 8 


© Introduction 


‘It’s the end... but the moment has been 
prepared for.’ 


The Fourth Doctor was mortally wounded, 
betrayed by the Master while saving the Universe 
yet one more time. But with those words, the 
Doctor merged his physical form with that of his 
‘future incarnation,’ the mysterious Watcher, and 
regenerated for a fourth time. 


This time, however, wasn't going to be easy. This 
Doctor would face heartbreak, failure, and loss. 
Old enemies would return in number to menace 
the Universe. One of his companions would even 
plot to murder him. And in the end, he would have 
to sacrifice himself to save another. 


But it wouldn't all be bad. The Fifth Doctor would 
save the Universe from these threats over and over. 
He'd make some of the dearest friends he would 
ever know. And occasionally, he'd have time to join 
a party or play a ripping game of cricket. 


Join the Fifth Doctor and his companions as they 
explore the infinite dimensions of time and space! 
Who knows what adventures await you? Brave 
heart, my friends... 


You know how it is; 
you put things off for 
a day and the next 
thing you know, it’s a 
hundred years later. 7 
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O The Fifth Doctor's Era 


Q Who is the Fifth Doctor? 

As soon as we meet this new Doctor it is clear he 
is still the same Time Lord we know and love. His 
‘difficult’ regeneration reveals this to us quickly, 
as he spends much of his first day speaking in the 
manner of each of his predecessors and referring 
to past companions as if they were still around. 


By the end of his first adventure he has stabilised 
and settled into his new form. He also seems to 
be delighted simply to be the Doctor, travelling 
up and down the time stream and back and forth 
across the galaxy seeing the sights and simply 
helping people. His curiosity about the Universe 
is unabated, and he is refreshingly free of the 
obligations to the Time Lords or UNIT that kept 
him in one place for too long. 


Compared to his earlier incarnations, the Fifth 
Doctor is both more emotionally reserved and 
quite a bit more empathetic to those around him; 
though he can become frustrated and annoyed 
with companions he feels are behaving illogically, 
he also makes more of an effort to understand their 
points of view. He is far less dictatorial, and more 


interested in working with people who earned 
his respect, like Bigon or Doctor Todd. He is self- 
sacrificing to the extreme, willing to sacrifice all of 
his future lives to save Tegan and Nyssa from being 
imprisoned forever on Mawdryn's ship. 


He retains his general dislike of unnecessary 
violence, as well as his ability to coldly apply it 
when it's absolutely necessary (as Monarch or the 
Cyberleader can vouch). He is surprised by Nyssa's 
facility with guns while they are avoiding guards 
on Gallifrey, but adjusts quickly; by the end of the 
adventure, he is admonishing her to shoot the 
Ergon faster! That said, he hesitates to kill Davros 
and bitterly regrets the wholesale killings on Sea 
Base 4. Indeed, he feels each death around him 
intensely and personally; his single greatest failure 
has to be his inability to save Adric. It is not a 
coincidence that the companion’s name is the last 
thing on his lips before his own regeneration. 


Time travelling is moderately difficult for the Fifth 
Doctor. The TARDIS constantly needs repairing, 
which the Doctor is always just about to ‘find 
the time for.’ He rarely gets where he aims for; 
indeed, it takes multiple adventures just to get 
Tegan back to 1981. 


Q Who are the Doctor's Companions? 

The Fifth Doctor inherits his first set of companions 
from his previous incarnation, though none of the 
three had been with the Fourth Doctor for very 
long. Adric had been with the Fourth Doctor 
since their adventures in E-Space, while Nyssa 
had been a companion since her world of Traken 
was destroyed by the Master, and Tegan had 
inadvertently come aboard in the same adventure 
that proved to be the Fourth Doctor's last. Perhaps 
that’s why none of the companions have great 
difficulty adjusting to the new Doctor. 


The Doctor, despite his youth, quickly settles 
into the role of ‘father’ to his family unit, since 
two of his first set of companions are young and 
impressionable, while Tegan, despite being the 
oldest, spends most of her first weeks on the 
TARDIS trying to get back to Heathrow Airport to 
resume her life as an air hostess. Between Tegan's 
complaining and Adric’s bouts of immaturity, the 
Doctor regularly finds himself turning to Nyssa for 
advice on managing the other two. 


Throughout their time together, the Fifth Doctor 
tends to treat his early companions much more like 
equals and friends than his previous incarnations 
had. He frequently stands back from them to 
allow them opportunities to succeed on their own; 
though he downplays it, he shows tremendous 
faith in Nyssa by leaving her to build the sonic 
booster on her own in The Visitation, and backs 
off his own efforts to allow Adric to try to ingratiate 
himself with Hindle in Kinda. On the other hand, 
he frequently seems impatient with Adric's desires 
to be ‘taken seriously’, especially considering how 
prone he is to trying to ingratiate himself with 
dangerous enemies. 


Tegan in particular is a source of considerable 
frustration for the Doctor. He clearly cares for her, 
but his recurring failures to return her to her own 
time lead him to begin regarding her as a non- 
stop complainer. When they finally make it back 
to Heathrow, he doesn't question that she wants 
to leave, since he’d heard little from her over 
the preceding weeks except smart-aleck cracks 
about the TARDIS and his abilities as a pilot. He 
is surprised in Arc of Infinity that she wants to 


rejoin them, and continues to keep a wary eye on 
her for some time. Eventually, he comes to accept 
that she genuinely wants to be there, only to have 
her change her mind again after the carnage of 
Resurrection of the Daleks. 


It's a sign of the Fifth Doctor's remarkably trusting 
nature that Turlough joins the team shortly after 
Adric’s death. His behaviour during Mawdryn 
Undead is so suspicious and peculiar that even 
a distracted Doctor must have been aware of 
it, and yet he invites him to travel aboard the 
TARDIS with them (Tegan's mistrustful reactions 
notwithstanding, of course). He knows that Turlough 
is up to something, yet is willing to put himself at risk 
to give him the chance to redeem himself. 


The Fifth Doctor's large complement of companions 
makes many of his adventures feel fairly crowded 
compared to earlier Doctors, who usually had only 
one or two at a time. Many gaming groups have 
five, six or even more players, and therefore the 
Fifth Doctor era will feel more comfortable to them 
than, say, the Third or Fourth Doctor with their long 
stretches with a single companion. Gamemasters 
will have to be careful not to fall into the same 
traps some of the canonical adventures did, where 
individual characters needed to be sidelined or 
imprisoned for extended periods to allow one or 
two players to get the spotlight. 
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O Themes of the Fifth Doctor's Era 


G Doctor Who and the 1980s 

As with each of the Doctors, to fully capture the 
feel of the original stories, it’s best to place the 
modern day in the actual time period they were 
set. The First Doctor settled for a time in the 
early 1960s because his granddaughter Susan 
was fond of that era, while the Third Doctor was 
‘trapped’ in the 1970s when he temporarily was 
deprived of his TARDIS. The Second and Fourth 
Doctors seemed to simply regularly appear in 
their time periods out of chance, though certainly 
connections to individual companions and UNIT 
added to their appeal. 


The Fifth Doctor evinces no particular attachment 
to the early 1980s himself; in fact, it’s primarily 
Tegan's time as a companion that causes him to 
return to that time period regularly. The Doctor's 
inability to get her back to Heathrow in 1981 is a 
running joke for the first several adventures; he 
misses Earth by about four light-days in physical 
distance in Four To Doomsday, while he gets the 
location right but misses the time by about three 
centuries in The Visitation. In between he visits 


other planets and times by error or intentionally, 
as when they travel to Deva Loka to let Nyssa rest 
and recover in Kinda. Finally, in Time-Flight, they 
succeed in returning to her correct time, where she 
gets left behind inadvertently. 


In Arc of Infinity it's the actions of Omega that 
return the Doctor to 1983, where Tegan rejoins 
the group. After that, they return twice at Tegan’s 
request: to relax after the stresses of being 
possessed by the Mara in Mawdryn Undead and 
to visit her grandfather in The Awakening. The 
Daleks’ time tunnel brings them back to 1984 in 
Resurrection of the Daleks (where Tegan leaves 
again), and the strange artefact calls the TARDIS 
back one last time in Planet of Fire. It seems the 
Fifth Doctor himself has little other attachment 
to the period. Indeed, if Black Orchid is anything 
to go by, it appears the 1920s might in fact be 
his preferred period to visit simply for relaxation 
and a bit of cricket! 


That being said, new adventures placing the 
Fifth Doctor in the 1980s can be a great deal of 
fun. With the advantage of a little distance in 
time, Gamemasters might insert actual events 


of the period into their games as local colour 
in the background or even as actual adventure 
locations. Referring to the romance and 
marriage of Prince Charles and Lady Diana, the 
Brixton riots, or the Falklands War might help 
set the tone of a particular story, or perhaps 
even smaller details like the new pound coin 
or the new single by The Smiths can help the 
players feel like they’re genuinely experiencing 
the 1980s! 


Q A Full TARDIS 

The Fifth Doctor never travels alone, and usually 
has two or even three companions. The TARDIS 
is the most crowded it’s been since the Doctor 
abducted Susan's teachers, lan and Barbara, and 
fled the junkyard in Totter's Lane all those years 
ago. Despite his apparent youth, the Doctor takes 
a paternal interest in several of his companions, 
mentoring Adric, Nyssa, Turlough, and Peri. Only 
Tegan considers herself an equal to the Doctor 
(and he certainly doesn't share that opinion). 


This is the perfect set-up for a roleplaying game; 
the Fifth Doctor's very well suited to having 
multiple companions at once, allowing you to 
have lots of players. The TARDIS became a sort 
of travelling clubhouse, and we got a glimpse 
of the companion’s living quarters and rooms 
on board. 


Q An Innocent Abroad 

Each of the Doctor's incarnations seems to react 
against its predecessor. The Fourth Doctor was 
very much an alien, so the Fifth Doctor became 
very human. He brimmed with empathy and pity 
for others, and was never cruel or callous. He was 
also less certain of himself — perhaps a lingering 
effect of his ‘difficult’ regeneration — and so was 
less autocratic and commanding. To reflect this in 
the game, the Gamemaster should be a little less 
generous to the Doctor's player when it comes 
to giving answers and background information. 
This Doctor doesn't know everything, and doesn't 
always have the presence to just walk into a 
room and seize control of it. Possibly because he 
was kinder and more human, the Fifth Doctor's 
adventures were marked by two ghastly aspects 
that cropped up time and time again. 


First, this Doctor had treacherous companions. 
Some of his other incarnations briefly had less 
than reliable fellow travellers (like Mike Yates or 
Adam), but the Fifth Doctor had Adric, Kamelion, 
and Turlough. Adric wasn’t actually treacherous, 
but often disagreed with the Doctor. Kamelion 
harboured no ill will towards the Doctor directly, 
but was vulnerable to the Master's telepathic 
commands. And, of course, Turlough was forced 
by the Black Guardian to try to murder the Doctor. 
Player characters who actively want to kill each 
other don’t work in this game, but a character who 
is being compelled by some external force to work 
against the best interest of the rest of the group can 
add the extra spice of unpredictability and danger. 


Secondly, the Fifth Doctor's adventures often ended 
in tragedy. Even if the villains were defeated, most 
of the supporting cast perished too. Two of his 
companions — Adric and Kamelion — died. To 
properly reflect the darker mood of the Fifth Doctor's 
era, the Gamemaster should allow for the possibility 
of failure and defeat. ‘Everybody lives’ should be 
an exceptionally rare event, an extremely hard-won 
victory. This Doctor may be kind, but he exists in a 
Universe colder and more callous than ever before. 


Q The Black and White Guardians 

Of all the entities encountered by the Doctor, the 
Black and White Guardians are perhaps the most 
cryptic. The Doctor immediately recognised 
the White Guardian as a Guardian when he 
spirited the TARDIS away. Even more curiously, 
the Fourth Doctor treated the White Guardian 
with respect and deference — probably the 
only time he ever displayed such an attitude! 
Despite this, the White Guardian still gently 
threatened the Doctor if he did not comply. 
The White Guardian’s balance and counterpart 
was the Black Guardian, a being of equal power 
and majesty. The Doctor thwarted the Black 
Guardian's plan to seize the Key to Time, and 
so the Black Guardian took revenge by sending 
Turlough to kill the Doctor. Neither Guardian 
appeared willing or able to interfere directly in 
the affairs of the Universe; both worked through 
agents. That said, they had immense power, even 
greater than that of the Eternals. The Guardians 
were likely embodiments of cosmic forces. 
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O The Fifth Doctor's Adventures 

The Doctor's regeneration was not an easy one. As 
the Doctor's companions tried to get him into the 
TARDIS, the Master took the opportunity to kidnap 
Adric and used a solid hologram of him to plunge 
the TARDIS into the Big Bang. Nyssa and Tegan 
managed to steer the TARDIS to Castrovalva, 
where they hoped someone could help the 
Doctor. Unfortunately, this was yet another trap by 
the Master, who used Adric’s mathematical genius 
to construct a city that would implode, killing the 
Doctor. With help from the real Adric, the Master's 
plan was foiled. 


The TARDIS landed aboard an Urbankan vessel 
en route to Earth in the early 1980s. Their world 
destroyed, the Urbankans intend to settle on 
Earth, which they'd been watching for some time, 
abducting humans. Unfortunately their leader, 
Monarch, had plans to conquer the Earth and 
destroy humanity so that the planet could be 
stripmined. He hoped to gather enough power to 
push his own ship back in time and meet himself 


as God. Worse, everyone on board except for 
Monarch was an android! The Doctor defeated 
Monarch by exposing him to the toxin he'd hoped 
to use on humanity. 


On a jungle planet in Earth’s future, Tegan fell into 
a deep sleep and was left behind as Adric and the 
Doctor met the survey team. Tegan was overcome 
by an evil known as the Mara, while the Doctor and 
Adric met a deputy leader unhinged by telepathic 
experiments on the natives. The Doctor managed 
to stop the deputy from killing everyone and 
banished the Mara back to the dimension from 
which it came. 


In the 17th century, a trio of alien criminals, the 
Terileptils, who crashed their prison ship, intended 
to infect humanity with a great plague so they 
would be easily conquered. The Doctor thwarted 
their plan, and the exploding prison ship sparked 
the Great Fire of London. While in 1925, Nyssa was 
threatened by a disfigured and broken man who 
mistook her for his fiance. 


Once again in Earth’s future, the Doctor and 
his companions uncovered a Cyberman plot to 
destroy the Earth during a planetary conference 
on countering the Cybermen threat. The Doctor 
diffused their bomb, forcing the Cyberleader 
to instead crash a freighter into the planet, 
using its overloaded antimatter engines as the 
explosive. Adric’s attempts to stop it threw the 
ship back millions of years, and, while the Doctor, 
Tegan, and Nyssa escaped in the TARDIS, Adric 
remained behind to finish his calculations as a 
dying Cyberman destroyed the controls. The ship 
impacted Earth, destroying the dinosaurs and 
killing Adric. 


The Master returned, hoping to snare the Doctor 
to cannibalise his TARDIS for needed parts. This 
involved pulling two Concorde aircraft back to 
the Mesozoic Era, and using the powers of a 
telepathic gestalt energy species, the Xeraphin, 
to conquer the Universe. The Doctor was able 
to thwart him, but inadvertently left Tegan in 
her home time period. This separation would be 
short-lived, as a plot by the ancient Time Lord 
Omega brought the Doctor and Nyssa to early 
1980s Amsterdam, where Tegan was on holiday. 
Omega attempted to use the Doctor’s pattern 
for a new body, but it proved unstable and the 
Doctor was forced to send Omega back to the 
antimatter universe. 


With Tegan back onboard, the TARDIS headed to 
the future on the planet Manussa, where the Mara 
again possessed Tegan in an attempt to manifest 
in this reality. The Doctor managed to defeat the 
creature, and reassured Tegan that the Mara is 
gone for good this time. 


The Black Guardian, still smarting from the 
Doctor's dispersal of the Key to Time, tasked 
Turlough, a fugitive alien hiding as a schoolboy, 
with killing the Doctor. The Doctor discovered a 
spaceship suffering from a temporal disturbance 
that emanated from the same point on Earth, but 
two years apart. Former Brigadier Lethbridge- 
Stewart, now a maths teacher at a school that sat 
on the point of the disturbance, was present in 
both time zones. The disturbance had also wiped 
his older self’s memories of the Doctor. 


The temporal disturbance was caused by a group 
of scientists that hoped to unlock the secret of Time 
Lord regeneration, but their partially successful 
attempt left them in a state of perpetual and 
painful regeneration. The Doctor agreed to give 
up his remaining regenerations to save them, but 
a timely intervention from the younger Brigadier 
touching his older self caused a temporal energy 
flash that rendered both Brigadiers unconscious 
but saved the Doctor's regenerations and enabled 
the scientists to die. The flash also appeared to have 
destroyed the Black Guardian’s communicator, so 
Turlough, keeping this association secret, asked to 
join the TARDIS crew. 


Unfortunately, the Black Guardian wasn't gone, 
and forced Turlough to sabotage the TARDIS, 
stranding it aboard a spaceship carrying victims 
of an untreatable disease to the space station 
Terminus. The Doctor soon learned that Terminus 
was a time ship suffering from a radiation leak. 
The original pilot tried to jettison the fuel, which 
exploded and caused the Big Bang. The other 
engine was about to rupture, which would spell the 
end of the Universe. 
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The crew were suffering from radiation exposure, 
and Nyssa, who'd contracted the disease, was also 
exposed. Fortunately, the radiation cured her and 
she was able to synthesise a permanent cure. She 
chose to leave the TARDIS to continue her work. 


The Black Guardian gave Turlough a final chance 
to kill the Doctor, while the White Guardian 
warned the Doctor. The TARDIS arrived on a 
sailing ship soaring through space in a great 
race with similar vessels. Each ship was crewed 
by Earthlings abducted from different times, 
with their officers all Eternals, beings who had 
become bored with their immortality. The 
Guardians intervened to allow the Doctor to 
win the race and offered him ‘Enlightenment,’ 
a glowing prize. The Doctor refused, but part 
of it was awarded to Turlough as he'd helped. 
Turlough also refused, as acceptance would have 
destroyed the Doctor, and he was finally freed of 
the Black Guardian's influence. 


In 1215, at a castle hosting King John, the Doctor 
realised that King John should be in London. 
When another knight confirmed this, the King’s 
champion attempted to torture him. The Doctor, 
however, duelled the champion, revealing him to 
be the Master. ‘King John’ was actually Kamelion, 
an android, and the Master hoped to prevent 
Magna Carta from being signed. The Doctor foiled 
his plan and took Kamelion aboard the TARDIS. 


The Doctor and his previous four incarnations 
were secretly pulled from their timestreams by 
Lord President Borusa of Gallifrey. Borusa wanted 
the secret of immortality, hidden in the Tomb 
of Rassilon. The tomb was at the centre of the 
Death Zone, where Borusa used the Doctor, his 
companions, and even his enemies as pawns. The 
First Doctor realised that Rassilon understood 
that the ‘gift’ was a curse, and sided with Borusa. 
For his reward, Borusa was turned to stone and 
the previous Doctors were returned to their 
timestreams, after which the Fifth Doctor learned 
that he was now Lord President and ran away. 


The Universe seemed to get darker and more 
dangerous for the Doctor, giving him a sense of 
being out of his depth. The first indication of this was 


beneath Earth’s oceans in 2084, where the Silurians 
reawakened and attempted to spark a nuclear conflict 
between the world’s superpowers. The Doctor tried 
and failed to reach a peaceful settlement, watching 
in horror as the entire sea base crew was slaughtered 
before the Silurians were killed as well. 


In the mid-80s, Tegan’s grandfather's village 
experienced a time distortion. The village was 
celebrating a reenactment of the English Civil 
War, but influenced by an alien being, the Malus, 
who was psychically feeding on the participants. 
Under the Malus’ influence, the town magistrate 
took the reenactment too far, but the Doctor 
and companions were able to stop it before the 
reenactment became a slaughter. 


In the far future, the remnants of humanity were 
struggling on the planet Frontios. They were under 
attack by meteor showers caused by the Tractators, 
a species of gastropods that wanted to turn 
Frontios into a spaceship. The creatures managed 
to disassemble the TARDIS, but the Doctor was able 
to fix it and purge Frontios of the Tractators before 
being pulled into a Dalek time corridor. 


The Daleks used a time corridor on Earth as part 
of a plot to replace Earth leaders as duplicates, 
intending to create a new base once they had 
rescued Davros from an Earth prison station in the 
future. They needed Davros because the robotic 
Movellans had created a virus to wipe out the 
Daleks. Once they'd captured the Doctor, they 
intended to invade Gallifrey. The Doctor was 
able to foil the Daleks and Davros, and Tegan 
finally decided that she’d had enough; she left the 
TARDIS to remain on ‘her’ Earth. 


The Doctor had little time to mourn, however, as 
Kamelion was affected by the Master. The Master 
became a victim of his own tissue compression 
eliminator and had been shrunk; to recover, 
he needed the healing gas of the planet Sarn. 
Meanwhile, Turlough spotted a drowning young 
woman and rescued her, and took her back to 
the TARDIS to recuperate. This woman, Peri, had 
brought a small artefact with her that was sending 
a distress signal. Turlough recognised it as coming 
from his home planet. 


The Master used Kamelion to commandeer the 
TARDIS and took it to Sarn, where the Doctor 
was mistaken for a religious figure known as ‘the 
Outsider’. Turlough discovered Sarn was an old 
Trion colony and that their ‘Chosen One’ was his 
brother. Unfortunately, the planet was on the brink 
of exploding and Turlough was forced to call his old 
planet for aid. The Doctor prevented the Master 
from using the gas, presumably allowing him to 
burn, before being asked by an ailing Kamelion to 
destroy it. Turlough discovered that his homeworld 
no longer considered him a criminal, and he 
elected to return to Trion with his brother. Peri 
remained with the Doctor. 


On Androzani Minor, the Doctor had an extra 
spring in his step, as if he subconsciously knew 
that he was nearing regeneration. The mining 
colony, under Chairman Morgus, played both 


sides in a war between the military and a masked 
figure named Sharaz Jek. The mines produced a 
life-enhancing drug called Spectrox, but this could 
only be produced by native bats that fled into the 
lower levels of the caves, requiring heavy use of 
androids. The Doctor discovered that Sharaz Jek 
was Morgus’ partner, who had betrayed him and 
orchestrated an accident that was intended to be 
fatal but only disfigured Jek. 


The situation was further complicated when the 
Doctor and Peri contracted Spectrox poisoning, 
which required the Doctor to venture into the 
oxygen-less caves to acquire the cure: milk from 
a bat. He returned just as everyone had killed 
each other, and dragged Peri into the TARDIS. The 
Doctor revealed he only had enough antidote to 
save her. As she recovered, Peri watched as he 
regenerated before her eyes. 
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Q Nyssa of Traken 
‘I can't see Traken...’ 


As the daughter of Consul Tremas, one of the 
leaders of the planet Traken, Nyssa had a privileged 
upbringing in a beautiful and peaceful society. Even 
by Traken standards she is exceptionally gifted; 
she had been encouraged to pursue her interest 
in science, especially biochemistry. Unfortunately 
her life changes forever when the Master's attempt 
to control Logopolis leads to the destruction of 
Traken itself. Nyssa is left with nothing. Having 
nowhere to go, she remains with the Doctor and 
his companions who become good friends. 


Nyssa is a slight teenage girl whose unassuming 
but pretty form hides a keen and dedicated 
intellect. She seems older than her years, a 
teenager with the mind of a dedicated scientist. 
She is a gifted academic and spends her free 
time working on experiments to advance her 
skills and knowledge. 


NYSSA OF TRAKEN 
CONCEPT: Intelligent Young Princess 
FOCUS: Learn 
STORY POINTS: 11 
Awareness 3, Coordination 3, 
Ingenuity 6, Presence 4, 


Resolve 4, Strength 2 


SKILLS: 
Athletics 2, Conflict 2, Convince 2, 


Craft 3, Knowledge 3, Medicine 3, 
Science (Biochemistry) 4, Subterfuge 2, 
Survival 1, Technology 3, Transport 2 


DISTINCTIONS: 
None 


EQUIPMENT: 
lon Bonder — Distinctions: Open/Seal 
(Limited charge), Story Points: 1 


TECH LEVEL: 7 


Q Adric 


‘What's in it for me?’ 


Adric is a teenager from the planet Alzarius, 
a planet that shares almost the same E-space 
coordinates as Gallifrey. He is much the same as 
any teenage boy, except for an incredible ability 
with mathematics. This led him to a rather sheltered 
academic upbringing that he tried to rebel against 
as soon as he hit his teens. 


Adric is a likeable but gawky teenager who 
masks social shyness with arrogance and an 
argumentative nature. However, he is extremely 
loyal to his friends, even to the point of risking 
his own life. He is really just trying to find a 
place for himself, as his intelligence and talent 
had always kept him outside any group he 
attempted to join. He idolises the Doctor and 
desperately wants to be acknowledged and 
respected by him, though his efforts frequently 
come across as whiny and selfish. 


ADRIC 
CONCEPT: Rebellious Teen Mathematician 
FOCUS: Fit In 
STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 5, Presence 2, 
Resolve 3, Strength 3 


SKILLS: 

Athletics 3, Conflict 1, Convince 2, 
Craft 2, Knowledge 2, Science 
(Mathematics) 3, Subterfuge 3, Survival 2, 
Technology 3, Transport 2 


DISTINCTIONS: None 


EQUIPMENT: 
Gold edged award badge for 
mathematical excellence. Woven 
membership belt of his brother's gang. 


TECH LEVEL: 6 


Q Tegan Jovanka 
‘I'm just a mouth on legs.’ 


Tegan Jovanka wanted to see the world. She 
became an air hostess so she could travel to 
every corner of the globe, but got more than 
she bargained for on her first day at work. While 
Tegan is easily able to adopt a more ‘customer 
facing’ attitude, she can be a very loud and 
difficult person. She is not shy at all about voicing 
her concerns or frustrations. Most people can 
hear her coming before they see her, but that 
doesn't always give them a chance to get away. 
On the surface, Tegan is not especially well suited 
to a life of adventure. She really doesn't enjoy the 
‘great outdoors’ and would rather suffer in high 
heels than wear something more practical but 
less fashionable. However, she is very pragmatic 
and practical when the need arises. 


TEGAN J OVANKA 


CONCEPT: Determined Air Hostess 


FOCUS: 
Home 


STORY POINTS: 12 


Awareness 2, Coordination 3, 
Ingenuity 2, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 3, Conflict 1, Convince 3, 
Craft 1, Knowledge 2, Medicine 1, 
Science 2, Subterfuge 2, Survival 2, 
Technology 2, Transport 2 


DISTINCTIONS: 
None 


EQUIPMENT: 
None 


TECH LEVEL: 5 


Q Vislor Turlough 
‘If | choose to smooth the way with a smile and a 
soft phrase, that doesn’t make me unreliable.’ 


Vislor Turlough was exiled from the planet of 
Trion, an advanced world with multiple colonies 
of its own. Turlough wound up living on Earth in 
the early 1980s in the guise of an English public 
school student. The Black Guardian contacted 
him there and offered to free him from the 
Earth in exchange for Turlough killing his old 
enemy, the Doctor. Turlough was uncertain, but 
eventually agreed. He travels with the Doctor 
as a companion through several adventures, the 
whole while being pressed to murder him by the 
Guardian. Turlough resists when he realises the 
Doctor is not evil, but the Guardian does not let 
him renege on their contract. Finally, Turlough 
refuses the prize of Enlightenment to spare the 
Doctor's life and is able to throw off the Black 
Guardian's control. 


VISLOR TURLO UG H 


CONCEPT: 
Treacherous Trion Exile 


FOCUS: 
Escape 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 5, Presence 5, 
Resolve 2, Strength 3 


SKILLS: 
Athletics 2, Conflict 2, Convince 4, 
Craft 1, Knowledge 2, Medicine 1, 
Science 3, Subterfuge 3, Survival 1, 
Technology 4, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: None 


TECH LEVEL: 7 
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THE RFTH DOCTOR 


CONCEPT: 
Curious Time Lord 


FOCUS: 
Travel 


STORY POINTS: 
8 


Awareness 4, Coordination 4, 
Ingenuity 8, Presence 4, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 4, Conflict 2, Convince 3, 
Craft 3, Knowledge 5, Medicine 3, 
Science 5, Subterfuge 3, 
Technology 5, Transport 2 


DISTINCTIONS: 


Time Lord — has an innate connection 
to time and can feel when it is wrong, 


telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
TARDIS Key, Celery, 
Cricket Ball, Brainy Specs 


TECH LEVEL: 
10 


Q The Fifth Doctor 
‘Welcome aboard. l'm the Doctor. Or will be if this 
regeneration works out.’ 


He might see things with new eyes but he is the same 
man he always was at heart(s). He is comfortable in 
his new, more conventionally handsome and athletic 
body. His manner is more reserved and polite, his 
smile kinder, and his demeanour more trusting. He 
clearly has not completely abandoned his occasional 
temper and irascibility, but even when provoked he 
recovers his composure more quickly. 


The Doctor also retains the odd sense of style of 
previous incarnations, though he is considerably 
more comfortable in one set of clothes, selecting 
cricket whites and a frock coat with a Panama hat. He 
decorates his jacket with a sprig of celery, a ridiculous 
affectation that might come in handy sometime (he is 
allergic to gases in the ‘praxis range,’ and the celery 
turns purple in their presence to warn him). 


He is prone to carrying a variety of odds and ends 
in his pockets that become useful eventually: at 


any time, he seems to have chalk, pieces of string, 
safety pins, or a magnifying glass just when they can 
be useful. He rescues himself from an inadvertent 


spacing from Monarch's ship with a well-placed 
throw of a cricket ball. He carries reading glasses 
that he doesn't really need, because he thinks they 
make him look smarter. He also carries several coins 
from various worlds and eras, and is fond of flipping 
one when deciding between two actions (though he 
invariably goes against the coin's apparent ‘decision.’) 


O The Sontaran Stalemate 


G Intro 

Asteroid 3529-7, 24th Century 

The Doctor, Tegan, and Turlough arrive inside a 
desperately uninteresting mining asteroid, but 
one very important to both the Rutans and the 
Sontarans in their ongoing war. When a rockfall cuts 
them off from the TARDIS, they need to get help 
if they are going to escape. Luckily the asteroid 
has more than just Rutan and Sontaran soldiers 
trying to destroy each other. A group of miners 
have been forced to become guerrilla fighters to 
protect themselves from the two invading forces. 
Can the Doctor and his companions help rescue 
the miners, and stymie the plans of the Rutans and 
the Sontarans? 


G Act One 

The TARDIS arrives in a dark, cold cave system 
instead of deep space where the Doctor was 
going to show his companions a stunning nebula. 
A scan confirms they are inside an asteroid, but 
one pressurised with an atmosphere, and a 


certain amount of seismic activity. Setting out to 
have a look around (because why not, now that 
they are here), a massive earthquake shakes the 
asteroid, burying the TARDIS — and possibly 
some of the characters if they fail Coordination 
+ Athletics tests. 


The noise brings a Rutan to investigate, who tries to 
destroy the characters before they can even start 
a conversation. Just as it looks as if this adventure 
might be their last, a group of Sontarans arrive 
from another tunnel and open fire on the Rutan. 
They stop to chat only to take the Doctor and his 
companions prisoner (if some manage to escape, 
they might encounter the miners separately and 
get them to mount a rescue mission). 


The Sontarans bring their prisoners to their 
camp, a sparse affair in one of the larger and 
more central caves. Here the characters can meet 
General Klass, who interrogates them to discover 
their purpose here. In doing so, the General 
unintentionally reveals that his troops have a 
specific mission here. 
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Somehow, the Rutans found out they were up to 
something and attacked. The General wants all 
the Rutans destroyed before he can continue with 
his plan. 


Looking around the base, the captured characters 
notice there are signs of habitation here, as well 
as a large oxygen pump creating the breathable 
atmosphere. With successful Ingenuity + 
Knowledge tests the player characters notice 
the tent-like habitations are human, not Sontaran. 
There is also a small amount of mining equipment 
here that is also of human design, equipment the 
Sontarans seem to actually have a purpose for. 


Q Act Two 

If the characters escape the Sontarans, they run 
into a group of armed insurgent miners. The 
miners are all human, dressed in dirty overalls 
and look like they are in bad need of a decent 
night’s sleep. They are frightened and exhausted, 
so they are quick to assume the characters mean 
them harm. But if the characters can make good 
Presence + Convince tests, they may gain their 
trust. The miners do have some injured among 
them, so another way to get on their good side is 
to offer medical aid. 


Even if the miners don’t trust the characters, or 
if they think they are spies, they won't hurt them, 
only tie them up. This gives the Doctor and his 
companions time to try and convince them they 
are here to help. If they gain their trust, the miners 
tell the characters their story. They work for a 
mining company digging out the diamonds that 
this asteroid is rich in. They had just started an 
eight-month shift, and were not expecting any 
resupply from Earth soon. When the Sontarans 
arrived, they killed anyone they came across, 
setting up their base where the miners used to 
live. However, the miners decided they were not 
going down without a fight and armed themselves 
with what they could find so they could try to 
strike back. 


The fight has not gone well. They are armed 
with mining tools, including dangerous laser 
excavators, but they are up against trained 
soldiers with real weapons. The tide turned 


when the Rutans showed up — while the Rutans 
proved equally unfriendly, they were clearly 
dedicated to destroying the Sontarans. The 
miners have had some luck picking off survivors 
after any clash between the two forces, making 
both sides more eager to destroy each other. 


The miners are led by Sorrel and Martha Dareen, 
a couple the rest of the miners look up to. They 
are both dedicated to getting their people home 
safely, but are woefully out of their depth on how 
to do this. 


One thing the miners have discovered is where 
the Sontarans are trying to pursue their plan. 
They have set up some of the captured mining 
equipment in a very specific cave — the miners 
can lead the characters there. The cave itself 
is beautiful; the walls are covered in diamonds 
that blink in the lights in the Sontarans installed. 
There are usually up to five Sontarans in the cave, 
ever watchful for Rutan attackers. While two 
are always on guard, the rest are busy making 
calculations and setting very precise angles for 
some of the equipment. The miners say it looks 
like they are trying to align a cutting beam at one 
large diamond that stands out among the others, 
but the settings are too low to excavate it. 


If the characters investigate, making successful 
Ingenuity + Craft or Knowledge tests, they can 
tell the beam will not just hit the large diamond 
but resonate with it. The beam will split, echoing 
around the chamber and growing in power as 
each diamond reflects it back and forth across 
the chamber. Eventually the energy will build 
up to create a massive laser beam that will blast 
out of the asteroid at a target, destroying the 
asteroid in the process. Whatever the Sontarans 
plan to aim this beam at, it will take some very 
precise calculations, so they are taking their time, 
but the target must be close to the asteroid’s 
trajectory. 


If characters make successful Ingenuity + 
Knowledge tests, they are aware of the nearby 
planets (the miners can tell them if they can’t). 
The most probable target is a human colony. Its 
position has long been in the way of the Sontaran 


advance. If the Sontarans attack it openly, it will 
bring the humans into the war on the side of the 
Rutans. If a mysterious asteroid beam destroys 
it, a glorious battle can be engaged, and the 
humans won't know who to blame. 


Q Act Three 

The characters can do several things. First, they 
need to stop the Sontaran plan. This is quite 
easy to do if they destroy the mining equipment, 
mess up their calculations, or remove the large 
diamond. However, the Sontarans get annoyed if 
these things happen and give no quarter as they 
hunt down the miners. Ideally, the characters 
should try and amend their calculations subtly so 
they don't know they are wrong. 


They could tell the Rutans what is going on, 
but the Rutans are less conversational than the 
Sontarans. If lured to the right cave though, they 
recognise a Sontaran plan when they see one and 
try to destroy it on principle. The trick here again 
is doing all this without getting people killed. 


Another option is to take control of the miners’ 
communications equipment, currently in the 
Sontaran base. They can make contact with 
the human colony and warn them. The humans 
will have little choice but to send battleships to 
destroy the asteroid, but there may not be time to 
mount a rescue mission for the miners. 


This all leads back to the problem of getting off 
the asteroid. The TARDIS can take everyone, but 
it's under a lot of rocks. The miners can use their 
equipment to dig it out, but it is noisy and will 
bring Sontaran and Rutan soldiers to investigate. 
If things get desperate the Sontarans and Rutans 
each have a ship landed in the asteroid on opposite 
sides. Taking control of one or both is difficult, 
but not impossible with some subterfuge. 


If the TARDIS isn't dug out, with the asteroid 
destroyed it shakes free where the Doctor can 
board it again if someone picks it up for him. 
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THE SIXTH 
DOCTOR | 
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O Introduction 


‘Ahhh... a noble brow. Clear gaze. At least it will 
be, given a few hours sleep. A firm mouth. A face 
beaming with a vast intelligence. My dear child 
what on Earth are you complaining about? It’s the 
most extraordinary improvement.’ 


Flamboyant, arrogant, andatfirst alittle frightening, 
the Sixth Doctor exploded into life following his 
predecessor's heroic sacrifice on Androzani. His 
extraordinary dress sense and self-confidence 
carried him through a rough regeneration, and an 
even rougher first adventure, before he was up and 
off at a sprint, heading out into the Universe to see 
what he could do. 


The Sixth Doctor encountered the Daleks and 
foiled one of their most evil plans, met an old 
enemy-turned-ally and battled the Cybermen 
of Mondas, and helped his second incarnation 
and Jamie McCrimmon defeat a Sontaran plan 
to create a working time machine. He clashed 
with the reptilian Sil twice, returned to Karfel to 


help solve a problem from his third incarnation, 
and ultimately fought for his life in a Gallifreyan 
court against the one enemy he never expected 
to face: himself. 


Climb aboard the TARDIS, and, although it's 
tempting, don't make fun of his clothes. The Sixth 
Doctor has an incredible journey ahead of him, and 
you're coming along for the ride. 
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© The Sixth Doctor's Era 


Q Who is the Sixth Doctor? 
‘Rest is for the weary, sleep is for the dead. | feel 
like a hungry man eager for the feast!’ 


The Fifth Doctor died as he was born — with 
a combination of polite bravery and sadness. 
However, polite is the last word you could use 
to describe his brash, over-confident successor. 
The Sixth Doctor’s regeneration is traumatic, to 
say the least, the spectrox toxaemia sustained on 
Androzani causing massive damage to his body. As 
a result, the Sixth Doctor doesn't so much enter the 
world kicking and screaming as he does loudly and 
repeatedly proclaiming his relief at being born at all. 


This appears, for some time, as a combination of 
cruelty and arrogance and it is only after a series 
of disastrous mood swings that the Sixth Doctor 
settles down. Even then, Peri takes a long time to 
finally trust him, and his mordant sense of humour 
and ruthless streak can still be disturbing. It is only 
towards the end of his life, with Mel and Glitz, that 
he softens, beginning to accept not only his place 
in the Universe but that of others. 


Not only that but he learns a salient point: that 
his own people are at least as bad as any of the 
evils he'd faced. His trial is an incredibly traumatic 


experience for a Doctor born out of the fires of 
Androzani. He is forced to confront not only the 
corruption of the Time Lords but the possibility that 
his whole life has done more harm than good and, 
terrifyingly, that Peri loses her life as a result. Whilst 
he is ultimately vindicated, it’s interesting how 
much more kindly he treats Mel. Whilst we never 
see how they meet, there’s none of the posturing 
that marks his early life with Peri. Instead, the 
Doctor is a sadder, more cautious figure, ready to 
leave at the first sign of danger rather than running 
headlong towards it. Whilst he ultimately returns 
to his troublemaking ways, the impact of the trial 
obviously changes him. 


Q Who are the Doctor's Companions? 
‘Circular logic will only make you dizzy, Doctor.’ 


If the Sixth Doctor's brief life is defined by change, 
then one of the few constants is his companions. 
Peri Brown and Melanie Bush meet the Sixth 
Doctor at drastically different times but their effect 
on him is remarkably similar. 


Peri is one of the great unsung heroines of the 
TARDIS crew, if nothing else because she'd barely 
arrived when the Fifth Doctor not only died but was 
reborn as a very different man. Still reeling from the 
true nature of the Universe being revealed to her, 
Peri finds herself facing down a Doctor with wild 


mood swings, who even attacks her at one point. 
Whilst he eventually stabilises, the traumatic nature 
of Peri's early days in the TARDIS would be enough to 
drive anyone to ask to go home. The Doctor doesn't 
exactly make matters easy for her either, constantly 
belittling her or making assumptions on her behalf. 


For all that though, Peri doesn’t just stay; she 
flourishes. She encounters Daleks, Cybermen, 
Sontarans, a carnivorous Androgum, Sil, and the end 
of Earth itself and whilst she is never unafraid, she 
never backs down. Even her final, nightmarish trip to 
Thoros Beta shows just how tough she is. Apparently 
abandoned by the Doctor, she works with Yrcanos, 
contacts the rebels, and ultimately leads a rebellion 
that frees the Warrior King and the Thoros Alphans 
and helps ensure Crozier’s conscious transferral 
machine will never be perfected. No wonder she 
ends up a Krontep Warrior Queen. 


Playing Peri at the start of her time in the TARDIS is 
very different to playing her towards the end. Early 
on, she’s the constant target of the Sixth Doctor’s 
verbal fury, but she never backs down; as time goes 
on, she starts giving just as good as she gets. By 
the time they arrive on Ravolox, Peri’s a seasoned 
traveller, fully capable of looking after herself in 
even the harshest situations and, often, bringing the 
Doctor down to Earth too. She's compassionate, 
painfully honest, and more than a little sarcastic, and 
those qualities only increase as time goes by. 


Just as Peri meets the Sixth Doctor at the start of 
his life, Mel meets him towards the end. He's a 
very different man by then too, and Mel’s one of 
the reasons why. There’s no battle for intellectual 
superiority as there was with Peri; she’s an equal the 
first time we meet her. Mel’s boundless enthusiasm, 
complete honesty, and love of physical exercise are all 
immediate, visceral things and they're a neat contrast 
to the Doctor. Like Peri, she keeps him grounded but, 
where Peri slows the Doctor down, Mel continually 
speeds him up. The caution and reticence he feels 
post-trial are continually blown away by Mel running 
headlong into danger, just like, deep down, he wants 
to. They both help him grow and heal, but do so in 
entirely different ways. Or, to put it another way: Peri 
stops him from getting into too much trouble and 
Mel stops him from getting into too little. 


O Themes of the Sixth Doctor's Era 


When playing the Sixth Doctor, the three key 
elements are: flamboyance, his companions, 
and the alien. The flamboyance is expressed 
by everything from his coat to how he talks to 
people. The Sixth Doctor is a man who makes a 
statement walking into a room, and then makes 
that statement another couple of times just in 
case nobody heard him. His confidence walks 
hand in hand with that, and is shown in every 
single one of his adventures. There are few 
incarnations of the Doctor more willing to stare 
down an enemy; even fewer are more willing to 
take incredibly dangerous risks. After all, it’s the 
Sixth Doctor who pretends to defect halfway 
through the events on Thoros Beta, and the 
Sixth Doctor who, when offered the Gallifreyan 
presidency a third time, turns it down. This is a 
man with nothing left to prove, and, weirdly, he 
insists on keeping proving that fact. 


Q The 1980s 

The Sixth Doctor doesn’t spend a lot of time on 
Earth, but the concerns of the time period, and 
the sense of the alien that was common during 
that decade, are present in all his adventures. 
Each one is flamboyant, the villains’ schemes 
all exponentially larger than they arguably need 
to be. That's your first hook into how to run 
adventures in this time period — go big and stay 
there. A villain wants to escape the solar system? 
He blows up the sun to propel his ship out. Earth 
being choked by a Vervoid? The characters 
have to help UNIT deploy solar mirrors across 
the entire moon to overload it with sunlight, 
whilst simultaneously fighting off the Cybermen 
Expeditionary Force still stationed there. These 
adventures are crammed full of massive ideas 
and if you're not running headlong at all of them 
you're missing some real fun. Throw everything 
in, all the time, and never let your characters 
draw breath. At the same time, don't give them 
anything to rely on. The trial finishes with the 
revelation that the Time Lord High Council have 
committed an all but unforgivable act and they’re 
far from the only ones. 
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The good work done by Tranquil Repose and the 
food factories is powered by Davros, not one but 
two hijackers are waiting for their chance aboard 
the Hyperion Ill, and not even the Doctor's old 
friends can be relied upon to be happy to see him. 
This is a Universe where danger is around every 
corner, double-cross piled on triple-cross until the 
only thing you know for sure is what side you're 
on. Have NPCs betray the characters, then cross 
back over (even Mr Glitz), and don’t be afraid to 
question the Doctor's loyalty either. 


Even the Doctor's legacy is under threat. As well 
as the Valeyard and the apparent death of the 
Second Doctor, this set of adventures also features 
a return to Karfel and the discovery that the Third 
Doctor inadvertently enabled the creation of the 
Borad. The Doctor causes damage as well as heals 
it, and that's something that will become central 
once you get to the trial. Keep him as a mercurial, 


alien figure and don’t be afraid to have situations 
make him look bad in the short term for the long- 
term pay-off. 


Be prepared to go to extremes. Look at the death 
of Peri — an event that affects the Sixth Doctor 
so profoundly that even after it’s confirmed her 
death was an illusion, he’s so cautious that he 
actively wants to avoid an adventure. That sense 
of mortality, somewhere out in the dark, waiting 
is something that runs through the entirety of the 
Sixth Doctor's adventures. People die badly and 
often as a result of the Doctor’s actions. He kills 
two people — the Cyber Controller and Shockeye 
directly — which is about as shocking a difference 
from the Tenth Doctor's ‘Man Who Never Would’ 
approach as you can get. This is a dark time, and 
getting darker, and the Doctor reacts to that 
both through his actions and his jet-black sense 
of humour. Use this to focus on his unpredictable 
nature. The Doctor is consumed with guilt for 
killing the Vervoids one minute and quipping as 
people die around him the next. He’s feeling the 
turn of the Universe but, at this time in his life, he’s 
maybe also hearing the sound of the drums. 


Finally, balancing the growing darkness is the sort 
of cheerful excess that suits the Sixth Doctor down 
to the ground. The faded glory of the Hyperion 
Ill is a great example of this, as is Lytton planning 
a £10 million heist just to get to the Cybermen. 
Best of all, you have the Borad creating a stable 
time corridor and never using it for anything other 
than the occasional execution and Sil enabling the 
death of people on Varos just to get a better price 
for the Zeiton-7. 


This is a time of massive growth and innovation, to 
the point that some people are growing bored of 
it — and sometimes that boredom is dangerous. 
Use this to give the Sixth Doctor's adventures a 
unique, epic, and occasionally unsettling feel. This 
is a time where everything is possible and nothing 
is forbidden. Make your villains huge and their 
plots colossal, make the actions the Doctor needs 
to take all but impossible and most of all make 
everything as stylish as possible. This is an era that 
wears its hearts on its multi-coloured sleeves, and 
so should you. 
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© The Sixth Doctor's Adventures 

After a selfless sacrifice to save his companion, 
Peri, the Doctor collapsed to the floor of the 
TARDIS from spectrox poisoning. Peri could do 
little other than watch as the Doctor she had 
only just come to know changed dramatically 
into a very different person. The Sixth Doctor 
quickly proved himself a veritable force of nature, 
behaving capriciously and picking out the loudest 
and most colourful coat possible to make the 
strongest impact. In this erratic state, he violently 
attacked Peri. Ashamed by what he had done, he 
vowed to become a hermit, choosing Titan Ill as 
his retreat — the very place where genius twins, 
Romulus and Remus Sylvest, had been taken 
against their will. 


Captured by the Jacondans, the Doctor and Peri 
narrowly escaped with their lives, and uncovered 
a plot by Gastropod Mestor to shift worlds out 
of time phase and send the Jacondan sun into 
supernova to spread the Gastropod’s eggs across 
the galaxy to conquer it. 


After foiling Mestor’s plans, the Doctor decided 
to show Peri Halley’s Comet. The TARDIS picked 
up a signal from Lytton, and the Doctor landed 


~ 
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it back in the old junkyard on Totter’s Lane in 
1985. There, they discovered a complex scheme: 
Cybermen on Telos in the future were hoping 
to change history by destroying Halley’s Comet 
in 1985, thus preventing the destruction of the 
original Cyberman homeworld, Mondas. They 
were forced to take the TARDIS to Telos, where 
the Cyber Controller was orchestrating this 
plan. After escaping and joining forces with the 
Cryons, the Doctor discovered the true nature of 
vastial, an explosive mineral that the Cryons had 
stockpiled, which the Doctor used to destroy 
Cyber Control and the tombs. 


However, it appeared that the TARDIS’s recent 
diversions were just the beginning of a host of 
technical problems with the time ship. After 
losing rooms, losing power, and almost colliding 
with an asteroid, the TARDIS came to a halt in 
open space, powerless. The Doctor realised 
that the only thing that could realign the power 
elements was Zeiton-7, a rare ore only found on 
Varos. Luckily, the TARDIS was close enough to 
Varos to make it there with the small amount of 
power the Doctor could muster. 
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Varos was a prison planet that had become a 
mining operation. The Governor was fighting for 
a fair price for the ore with Sil, the representative 
of the Galatron Mining Corporation. Having lost 
the vote of the populace, the Governor hoped 
the execution of the rebel Jondar would appease 
them. Of course, the Punishment Dome where this 
execution was about to take place was where the 
TARDIS materialised. The Doctor and Peri were 
quickly caught up in Sil’s plot, and the Doctor was 
ordered to be executed with Jondar, while Peri 
underwent horrific cell mutation torture. Luckily, a 
second source of Zeiton-7 had been discovered, 
and the mining corporation agreed to a much 
higher price. The torture and executions were over, 
and Sil slithered away to return later. 


With the power elements realigned, the TARDIS 
returned to Earth. In the 1820s, the Master had 
teamed up with fellow renegade Time Lord, the 
Rani. The Master aimed to use the finest minds 
of the Industrial Revolution to accelerate Earth's 
development, while the Rani was busy harvesting 
brain fluid from the Killingworth miners to solve a 
problem with her test subjects on Miasimia Gloria. 
This harvesting had the side effect of making the 
miners brutal and savage, attacking anyone with 
machinery. Peri calmed the miners with a herbal 
sleeping draught, while the Doctor discovered 


the Rani’s TARDIS and the dinosaur embryos from 
another of her experiments. The Rani and the 
Master tricked Peri and managed to escape, but 
the Doctor had tampered with the Rani’s TARDIS 
and left them with a growing dinosaur companion 
in the control room. 


Meanwhile, the Second Doctor and Jamie had 
been sent to Camera Station by the Time Lords to 
halt time travel experiments being conducted by 
the station chief, Dastari. When Dastari's assistant 
enabled a Sontaran battle fleet to board, the 
Sixth Doctor had a terrifying vision of his second 
incarnation dying —which would mean his existence 
would unravel. The Sixth Doctor and Peri travelled 
to Camera to investigate, but found the station 
abandoned, except for Jamie who had been hiding 
out. The Sontarans and Androgums (Dastari’s 
assistants) set up base on Earth in Andalucia in the 
1980s, holding the unconscious Second Doctor 
captive. The Sontarans found Earth strategically 
advantageous, while the Androgum Shockeye just 
wanted to eat humans. Dastari, meanwhile, wanted 
the symbiotic nuclei that connects a Time Lord to 
their TARDIS; he hoped to transfer the Second 
Doctor's nuclei to Chessene, the other Androgum. 
After more genetic manipulation, the Second 
Doctor was infused with Androgum genes, which 
sent him off searching for meat. 


Luckily, the Sixth Doctor and the companions 
foiled the plans. Dastari was killed by Chessene, 
Shockeye by the Doctor, and Chessene tried 
to flee to the Kartz-Reimer Module, Dastari's 
experimental time machine. However, Chessene 
hadn't taken the Doctor into account, and the 
module exploded. 


The TARDIS became trapped in a Kontron corridor 
and the Doctor steered the TARDIS to the corridor's 
source — Karfel. A planet ruled by the Borad, 
Karfel was an oppressive society where rebels 
were executed by being cast into the Timelash, 
a corridor in time and space. When an execution 
led to the loss of an amulet that would confer the 
succession of a councillor, the TARDIS offered the 
council an opportunity to recover it. The Doctor 
refused, but he was told they were holding Peri 
hostage until he recovered the amulet. Tracing 


it to a small Scottish village in 1885, the Doctor 
returned the amulet, and Vena (who had fallen 
into the Timelash with it), to Karfel. Meanwhile, 
the Borad — actually half man, half Morlox — had 
taken a shine to Peri and wanted to mutate her 
as well, to start repopulating the planet with his 
kind. The Doctor outwitted the Borad, shoved 
him into the Timelash, and used the TARDIS to 
halt an incoming warhead strike from the Bandril 
fleet. So ended a dangerous adventure that not 
only may have created the Loch Ness monster, as 
the Borad would arrive in Scotland in 1179, but 
also may have influenced Herbert George Wells 
to write a book about time travel. 


The Doctor and Peri arrived on Necros at the 
Tranquil Repose funeral home and suspended 
animation centre, where the ‘Great Healer’ 
was mutating the brains of those supposedly 
in suspended animation into a new wave of 
Daleks, conditioned to serve. The Great Healer 
was none other than Davros, his new Daleks 
loyal only to him. The Doctor and Peri fought to 
halt Davros’ plan, while Takis from the facility’s 
security contacted the Dalek Supreme on Skaro. 


The Imperial Daleks arrived and defeated the 
renegades, and took Davros back to Skaro to 
stand trial. 


However, it would soon be the Doctor who would 
be put on trial. 


The TARDIS was hauled aboard a vast spacecraft, 
where the Inquisitor and the Valeyard accused the 
Doctor of crimes against time. As part of the hearing, 
the Doctor's time on Ravalox was examined, where 
the Doctor and Peri had found a planet identical 
to Earth that had reportedly been destroyed. It 
was actually Earth, displaced and ravaged by solar 
flares. Mercenaries Glitz and Dibber planned on 
destroying the black light mast that powered the 
robot patrol, which prevented them from their 
mission. The surface tribe launched an attack on the 
underground Marb Station, led by the Immortal, the 
L3 robot named Drathro. Eventually, the black light 
system exploded; fortunately, the Doctor rewired 
the self-destruct to contain the explosion so it didn't 
rip the galaxy apart. Glitz and Dibber escaped with 
the data canister — secrets stolen from the Matrix 
on Gallifrey by the Sleepers of Andromeda. 
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Of course, this wouldn't be revealed in the 
trial, as the Doctor's encounter on Thoros Beta 
was examined. There, the Doctor and Peri had 
investigated a scientist named Crozier who was 
employed by a pair of Mentors, Sil and Kiv. Kiv's 
brain had swollen and Crozier was experimenting 
with transferring bodies. Their initial subject, 
King Yrcanos of the Krontep, had resisted, and 
Crozier attempted the transfer between Kiv and 
the Doctor, which made his behaviour even more 
hostile and erratic than before. The Doctor, in his 
partially transferred state, helped Crozier transfer 
Kiv into a new temporary body — Peri’s — and 
realised what he’d done. He tried to rescue Peri, 


but it was too late. The Time Lords removed the 
Doctor from the events, Kiv was transferred into 
Peri, and King Yrcanos flew into a grief-stricken 
rage, killing everyone there. 


The trial continued, examining the Doctor's 
actions in the future, aboard the Hyperion III, with 
new companion, Melanie Bush. Investigating a 
distress call, the Doctor and Mel found themselves 
embroiled in a murder mystery that would have 
Poirot twirling his moustache. Guests and crew 
were picked off one by one, and the ship diverted 
from its course by the last surviving Vervoids. The 
plot uncovered, the Doctor exposed the Vervoids 
to vionesium, which forcibly aged them to death. 


At the trial, the Doctor explained that if a single 
leaf had survived and reached Earth, the planet 
would have been doomed. The Valeyard accused 
the Doctor of genocide, a crime the Time Lords 
could not forgive. Sabalom Glitz and Mel were 
brought into the trial to testify; Glitz revealed that 
he was sent to retrieve stolen Matrix data, and 
that the Time Lords themselves had decimated 
the Earth and moved it light years away from 
where it should have been. The Valeyard was 
revealed to be the Doctor — an amalgamation 
of all of the Doctor's evil, forged into a gestalt 
regeneration between his twelfth and thirteenth 
incarnations! The trial had been a plot to frame 
the Doctor all along, so that the Valeyard could 
steal the Doctor's remaining regenerations. 


The Valeyard fled, and the Doctor and Glitz 
followed him into the Matrix itself, where the 
Master was waiting for them. He hoped that the 
Doctor and the Valeyard would destroy each 
other, leaving a power vacuum on the Time Lord 
High Council that he could fill. The Valeyard 
planned to destroy all in the courtroom with a 
particle disseminator, but the Doctor sabotaged 
the weapon. The High Council was deposed, 
and the Inquisitor took control after the Doctor 
declined the role, though the Valeyard survived. 


The Doctor and Mel could leave the courtroom in 
peace. The calm was short-lived, however, as an 
attack by the Rani forced the Doctor to regenerate 
once more... 


Q Perpugilliam ‘Peri’ Brown 
‘It’s Perpugilliam Brown, and | can shout just as 
loud as you can!’ 


Born in Pasadena, California, Peri is a botany 
student holidaying in Lanzarote when she becomes 
caught up in the Fifth Doctor’s adventures. She 
asks to join him on his travels as a way of breaking 
free from her mother and domineering stepfather. 
However, after the Doctor's regeneration 
on Androzani, Peri becomes frightened by 
his successor, being insulted and shouted at 
constantly by this new, erratic, and even violent 
figure. She loses some of her confidence, and her 


PERPUGILLIAM ‘PERI’ BROWN 


CONCEPT: 
Brave Botany Student 


FOCUS: 
Fun 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 3, Presence 3, 
Resolve 2, Strength 3 


SKILLS: 

Athletics 3, Conflict 2, Convince 2, 
Craft 2, Knowledge (Botany) 4, 
Medicine 1, Science 3, Subterfuge 2, 
Survival 4, Technology 2, Transport 2 


DISTINCTIONS: 
None 


WEAPONS: 
None 


TECH LEVEL: 5 


PEN 


relationship with the Doctor suffers as a result. He 
doesn't make it easy, constantly making Peri the 
butt of his jokes. 


However, after her encounter with the Daleks, 
things seem to mellow a bit. No longer are they at 
each other's throats, but their new-found friendship 
has little time to flourish. Peri leaves the TARDIS on 
Thoros-Beta, though we're not clearly shown why 
as the events are distorted when replayed through 
the Matrix. It could be that she was used to house 
the mind of an alien, or that she instead marries 
the warlord King Yrcanos. Surely Peri deserves a 
happier fate? 
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Q The Sixth Doctor 

‘it means the collapse of the Universe has started and 
nothing can stop it... Eternal blackness. No more 
sunsets. No more Gumblejacks. Nevermore a butterfly.’ 


The Sixth Doctor is possibly the most volatile, 
arrogant, self-confident, opinionated, and loudest 
incarnation of the Doctor yet. This is a Doctor 
who believes in his intelligence and abilities, 
and he’s darn well going to let everyone know 
about it. And probably let them know again, just 
in case they didn’t hear him the first time. He is 
completely sure of his abilities and actions, and 
if anything goes wrong he is convinced that it is 
someone else’s fault. 


THE SIXTH DOCTOR 


CONCEPT: 
Flamboyant Time Lord 


FOCUS: 
Greatness 


STORY POINTS: 8 


Awareness 4, Coordination 3, 
Ingenuity 7, Presence 5, 
Resolve 4, Strength 3 


SKILLS: 

Athletics 3, Conflict 3, Convince 4, 
Craft 2, Knowledge 4, Medicine 3, 
Science 5, Subterfuge 4, Survival 2, 
Technology 4, Transport 4 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


WEAPONS: 
None 


TECH LEVEL: 
10 


However, this brash exterior is just a cover. 
Underneath, the Sixth Doctor is still the Doctor 
— intelligent and concerned for the wellbeing of 
those around him. If anything, his mood swings 
and sudden changes of temperament are just like 
his other incarnations, though the Sixth Doctor's 
are a little more extreme! With his extravagant 
and almost theatrical performance, he ensures 
that everyone hears his point of view. He is larger 
than life, unpredictable, and authoritative, with a 
very dark sense of humour. 
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O The Prize of Peladon 


Q Intro 

Peladon, 34th Century 

A disagreement has broken out between two of 
the oldest members of the prosperous alliance of 
worlds known as the Galactic Federation — Earth 
and Mars — over the ownership of the long-lost 
Taaron Ka diamond. Before this row can spiral 
into open conflict, a conclave is called on the 
neutral planet of Peladon. The Doctor's presence 
as a character witness has been requested by 
both aggrieved parties. However, a death at the 
conclave reveals an outside force manipulating 
events. The Doctor and Peri must discover who 
is behind the intrigue and figure out what their 
ultimate goal may be. 


G Act One 

The TARDIS appears before the mountaintop 
castle of Peladon. As the Doctor and Peri 
step from the TARDIS they are approached by 
Federation Secretary Rand Clatter, a fussy, bushy- 
eyebrowed human in dark furs. He leads them 
through midwinter snowdrifts and into the castle. 
Raised voices grow louder as they near the throne 


room. The delegates have already begun loud and 
chaotic deliberations. 


Earth’s delegate, Mokus Swebulle, a rotund man in 
vermillion robes, argues with the Martian delegate, 
the Ice Warrior Queen Yessaleeth. Between them, 
warbling ineffectually, is the elderly Alpha Centaurian 
mediator Pepper Lo. They are watched by the 
delegate from Thoros-Beta, the Mentor Fil (currently 
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betting on who will win), and the monarch of Peladon, 
nine-year-old Queen Ledace (currently clapping with 
amusement). Clatter struggles to take minutes. 


The Doctor's intervention temporarily quells the 
argument. They are informed about the core 
disagreement. Both Earth and Mars claim the 
Taaron Ka diamond, recently rediscovered by 
the Ice Warriors, seeing it as a symbol of their 
respective worlds. The diamond was cut on Earth, 
but Mars contends it originated within a Martian 
meteorite. The diamond is currently in the Peladon 
vaults below, awaiting the decision of the conclave. 
Both Earth and Martian delegates implore the 
Doctor to attest to the impeccable character of 
their species. 


Arattled Pepper Lo retreats to resettle their nerves, 
while Ledace, now bored by proceedings, is taken 
away by her attendants. But before the Doctor 
can make any statement, an alarm sounds. Clatter 
announces someone has broken into the vault. 


As the delegates accuse each other, the scream of 
Queen Ledace cuts through. She has discovered 
the body of Pepper Lo. 


G Act Two 

The delegates squabble. Swebulle, all bluster gone, 
wishes to withdraw the human delegation and leave 
Peladon immediately. Yessaleeth wants to lock down 
the castle until the culprit is found. The Mentor Fil 
is more concerned with the safety of the Taaron Ka 
diamond. Clatter searches for the correct protocol 
for the situation, while Queen Ledace enjoys the 
intrigue. ‘A mystery!’ she squeals. 


Only the Doctor can prevent the delegates from 
taking rash actions, though tempers continue 
to fray. Earth and Mars believe the other is 
responsible for derailing talks, while both suspect 
the mercantile Mentors are responsible for 
tripping the alarms, thus giving Pepper Lo’s killer 
the opportunity to act. 


While Ledace dispatches guards to reinforce the 
vault, Pepper Lo’s body can be examined. The 
Alpha Centaurian lies in a corridor behind the 
throne room. The body shows no obvious signs of 


trauma, but perforated aural membranes point to 
the use of sonic weaponry. Swebulle seizes upon 
this fact to blame the Ice Warriors, who exclusively 
use this type of armament. He urges Ledace to 
arrest them. Yessaleeth bristles. 


An inventory of the Martian delegation reveals one 
personal armament is missing. Its unique energy 
signature can be tracked, however. Scanning the 
room can alert the Doctor to both a field of low- 
level radiation they cannot immediately identity, 
and the energy trail of the weapon. It leads to 
the palanquin on which the Mentor Fil reclines. 
Protesting their innocence and offering bribes, Fil 
is powerless to stop their palanquin from being 
searched. Within, hidden beneath moss, are 
trinkets belonging to the attendees: Ledace’s royal 
seal, Peri’s jewellery, Swebulle’s projection gem, 
and an Ice Warrior sonic pistol. 


While Swebulle turns his acrimony upon Fil, who 
swears innocence, the Doctor can examine the 
projection gem. It displays a plan of the castle, in 
particular the vault storing the Taaron Ka. Blinking 
on the map are the words ‘entry point’ and 
‘extraction point’. Swebulle blanches, claiming the 
plan is merely a contingency — Earth, unlike Mars, 
would never forcefully steal the diamond. 


All parties have been neatly implicated in the crime. 
Too neatly... 


Ledace receives word from her guards. The vault 
is empty, and the Taaron Ka diamond nowhere to 
be found. As tempers flare and all sides declare 
themselves the only party trustworthy enough to 
investigate the vault, a truce must be called: one 
member from each retinue will accompany Peri and 
the Doctor to the vault. Grudgingly, they agree. 
Ledace skips on ahead as Swebulle, Yessaleeth, 
and Fil, eyeing each other warily, compete to 
be the first to follow the Doctor below. Clatter, 
swamped in papers, follows last. 


The Doctor and the delegates descend through 
the castle until they reach the vault. An ancient 
chamber of weathered stone, ragged moss grows 
in the cracked floor and hangs from the ceiling. 
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In its centre is a pedestal, where a silver box lined 
with fine Martian fabric rests. It is empty. The vault 
guards claim to have not seen or heard anything 
out of the ordinary. They don't know what triggered 
the alarm, and did not know the diamond was 
missing until searching the vault. 


Examining the room confirms the metal door and 
the walls, floor, and ceiling are all intact, with no 
sign of forced entry. The only thing out of the 
ordinary is the field of radiation, identical to that 
detected in the throne room. Its source cannot be 
traced, but it can be destabilised. With an organic 
rustle, the vegetation hanging from the ceiling 
transforms into a humanoid hand clasping the 
Taaron Ka diamond. 


At the same moment, a strangled cry comes from 
outside the vault. Rand Clatter holds his arm 
against his chest, his hand returning to its vivid 
green fungoid state. No longer able to maintain his 
disguise, the Federation Secretary stands revealed 
as an Usurian agent. 


Q Act Three 

Abandoning the facade, the Usurian posing 
as Rand Clatter reveals his true nature, voice 
rising in pitch, eyebrows blossoming. With his 
one good hand he plucks from a pocket a sonic 
scrambler — the weapon that killed Pepper Lo 
— and turns it to full power. Either the Doctor 
or Yessaleeth can lessen its effects by deploying 
a sonic screwdriver or similar device, turning it 
from deadly to merely excruciating. 


Clatter is a forward scout of the Usurian 
Company, an ultra-capitalist species of fungus, 
charged with destabilising the Sol system by 
bringing its two main powers into conflict, thus 
leaving the system open to a stealthy buyout by 
the Company. Assuming a human form through 
baths of particle radiation, it was Clatter who 
purchased the Taaron Ka, sent it to the Ice 
Warriors, and alerted Earth to its presence. Only 
the Mentors of Thoros-Beta rival the mercantile 
heft of the Company; implicating them in the 
chaos enveloping Earth and Mars would be most 
cost-effective! 


The hand holding the diamond detaches from the 
ceiling, dropping onto Clatter’s shoulder. Together 
they flee into the tunnels beneath the castle. None 
of the delegates are fit to give chase and it is up 
to the Doctor and Peri to follow Clatter. The agent 
intends to enact their failsafe plan: detonating one 
of the artificial suns the Company is renowned for 
constructing. The device, secreted deep below the 
castle, provided the radiation to sustain Clatter's 
transformation. Now, to become a brief but 
devastating supernova, it needs only the ignition 
key: the diamond of Taaron Ka itself. 


Clatter uses their sonic scrambler to destabilise 
the caverns and infuriate the wild beasts inhabiting 
the mountains. The characters must avoid these 
traps and stop Clatter, either by outrunning them, 
by wresting the diamond away, or by manipulating 
the radiation field to force them back into their 
immobile fungal state. 


Defeating Clatter, the Doctor is faced with one last 
decision: who should gain ownership of the diamond? 


Perhaps it is best that no one claims the prize 
of Peladon... 
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THE'S 
DOCTOR 


© Introduction 


‘Think about me, when you're living your life. One 
day after another, all in a neat pattern. Think about 
the homeless traveller in his old police box. Days 
like crazy paving.’ 


The Doctor survived a sentence of death from the 
Time Lords and an attempt on his life from his own 
future self, but it was a simple gravity beam from 
the Rani that forced the Doctor to regenerate 
once more. 


The Seventh Doctor replaced the arrogance of 
his predecessor with an almost naive fortitude in 
the face of evil. At first appearing to be nothing 
more than a mad professor, he quietly revealed a 
dangerously sharp and focused mind. The Seventh 
Doctor was always one step ahead of his enemies, 
littering time with traps to catch the unwary at 
their weakest moment. He was a true lord of time, 
looking ahead not just to his own future but seeing 
the potential in his companions. He constantly 
tested and challenged not only his enemies but 
also those who travelled with him. Only when 
they had survived their latest encounter did his 
companions understand what the Doctor had put 
them through; how they had unlocked parts of 
themselves they never knew they had. 


In his seventh incarnation, the Doctor is a mystery. 
At first glance he seems unimpressive, but only 
those who come to know him understand the depth 
of his plans and secrets. He is a puppet master, a 
visionary, a teacher, and a friend. He is a guardian 
of the Universe, the gatekeeper of secrets, and 
perhaps even more than a Time Lord... 
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© The Seventh Doctor's Era 


Q Who is the Seventh Doctor? 

The TARDIS is smashed across time and space 
by gravity beams controlled by the Rani; no mere 
fall, gentle poisoning, or civilised punishment. 
While the Doctor was not in the midst of saving 
the Universe from destruction or saving the life 
of his dying companion, this regeneration is no 
less traumatic, especially as the Rani captures him 
and quickly pumps him full of lies and drugs to 
manipulate him as part of her plans. Once more 
his companion is unprepared for the extent of the 
changes. To Mel, this new Doctor looks more like a 
mad clown, especially in his previous incarnation's 
clothes. He in turn has been convinced that Mel 
is the Rani. Only by comparing each other’s pulse 
can they prove who is a Time Lord and who isn't. 


This new incarnation is a lot more personable than 
the Sixth Doctor, almost his opposite. Instead of 
striding around as if he owned the place, he bumbles 
along as if constantly apologising for being in the 
way. His mannerisms are almost birdlike, curious 
but tentative, and more like a crow or magpie than 


a hawk. It would be very easy to see the Seventh 
Doctor and think too few kinks have been ironed 
out. Possibly better to give it another go rather than 
let him ramble along talking to himself like that. No 
wonder the Rani was quick to write him off. 


While all these things are true, the Seventh 
Doctor is far from being the weak link in the 
chain. If he is distracted it is because several 
plans and possibilities are running through his 
mind at every moment, variants of probability 
and plans within plans. When he settles on a 
course of action, usually at the crisis point when 
everything is both at its most dangerous and 
clearest, his eyes focus and there is no doubt 
you are looking at the Doctor. The guise of the 
mad professor drops in an instant and you are 
faced with a Lord of Time, a man who is privy 
to the secrets of the Universe, who has bested 
hundreds of foes and faced far more desperate 
odds and prevailed. Then you realise: everything 
you have done up to this point has been exactly 
as he designed. 


So, in short, the Seventh Doctor is a mystery. 


Q Who are the Doctor's Companions? 

Mel first meets the Doctor before he actually meets 
her. She is taken out of his future to attend the 
trial of his sixth incarnation. So when the Doctor 
first meets her, unusually, she already knows him. 
It remains unclear how they first officially meet, at 
least in the Doctor's timeline. 


Of much consternation to the Doctor is her 
insistence on good exercise and healthy eating. 
She maintains a solid dietary and physical regime 
and insists the Doctor does the same. All the 
Doctor really learns from the experience is that 
he hates carrot juice. Luckily she has mellowed a 
little in this regime by the Seventh Doctor's era. 
However, this might be because she feels this new 
version is so tiny he needs a few more good meals. 


Mel eventually leaves the Doctor to travel with 
Sabalom Glitz and keep him out of trouble. If Glitz 
doesn’t mind carrot juice, she may continue to tour 
the Universe on the Nosferatu Il with him. However, 
the Doctor isn't alone for long, as Dorothy Gale 
McShane, who prefers to be known as Ace, joins 
the TARDIS. 


To say Ace has a chequered past is something of 
an understatement. Brought up in Perivale in west 
London, she excelled at chemistry. She enjoyed 
her life and hanging out with her gang of friends. 
However, she did not get on well with her mother, 
possibly her only family, and from this clash her 
problems with authority figures began. Ace sees her 
mother as a monster and her feelings towards her are 
extremely complicated, mixing anger and loathing 
with a desperate need for love and attention. 


While it is quite possible Ace’s mother is actually 
decent and loving, somewhere in their relationship 
she failed to show Ace care and compassion 
and their connection became sour and bitter. 
Sadly, Ace’s inability to deal with authority led to 
expulsion from school and trouble with the police. 
Her teachers didn’t share the view that blowing 
up the art block was creative expression, and the 
police took a dim view of her burning down an old 
house at Gabriel Chase. Ace has ‘authority issues’ 
to say the least, and few things put her back up 
more than being given orders. 


While she seems brave and adventurous, in some 
ways Ace is still running away. Her past is full of 
disappointment and fear and by joining the Doctor 
she thinks she'll stay one step ahead of it. However, 
the Doctor forces her to confront her fears. He 
faces her with several difficult decisions, and she 
manages to lay to rest demons that have haunted 
her since childhood. While Ace puts on a tough 
demeanour, she isn’t shy about telling the Doctor 
she is afraid. However, she never accepts his offer 
to just wait in the TARDIS. Whatever the danger, 
however frightening the opponent, Ace never 
backs down, or screams and runs. She grabs a 
baseball bat and stands by her friends. 
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© Themes of the Seventh Doctor's Era 


Q The Mad Magician 

The Seventh Doctor is not quite the bumbler 
through time his previous incarnations were. 
Like a magician, he often uses cunning and 
misdirection to confuse both friend and enemy 
alike. Nothing is quite what it seems, and 
the Doctor certainly keeps his cards very close to 
his chest. 


In the same way, each adventure might be layered 
and deceptive. Good guys might turn out to be 
bad guys and the most obvious threat masks a 
more dangerous foe. What you seek is not what 
you need, and what you need turns out to have 
been under your nose all the time. To solve such 
adventures you need to find the man behind the 
curtain, but which curtain? Misdirection, as with 
any good magic trick, is key. 


Q Justice, not Right 

Like his previous incarnations, the Seventh Doctor 
is always ready to draw a line in the sand against 
evil. However, he is usually looking for justice, 
not necessarily what is right. He is a judge and 


the keeper of the laws of time, not a rogue agent 
looking to make an on-the-spot moral decision. 
Justice is about the big picture, and as such is not 
always fair to every wronged party. 


Despite his chatty exterior, the Seventh Doctor 
does not stay his hand when whole planets are 
to be destroyed in the name of justice. In these 
adventures, the Doctor must often punish his 
enemies, not just defeat them. He offers them a 
choice: change their ways or be annihilated. 


He works according to the law and offers his foes a 
fair chance to prove their innocence or contrition. 
The companions too may have to face these same 
decisions, and so may find themselves acting as 
judge, jury, and even executioner. 


Q Great Power, Great Responsibility 

The Seventh Doctor has a little more responsibility 
than his previous incarnations. He is trusted with 
powerful devices like the Hand of Omega and the 
secrets of the Nemesis. These are not just oddities 
he’s picked up but a sacred trust granted to him 
by the Time Lords. They are a responsibility to be 
taken very seriously indeed. 


A devious Gamemaster might give the characters 
the responsibility of taking care of something 
exceptionally powerful and dangerous, perhaps 
something they have very little understanding of. 
How might they use the device, and who will come 
looking for it? More to the point, why were they 
given the device? What is it that they can do with it 
that no one else can? 


G Following your own Footsteps in Time 
The Seventh Doctor is very good at laying trails of 
breadcrumbs for himself to follow. Sometimes he has 
to figure out not what the bad guys are doing, but 
how to fathom the clues he has left for himself ahead 
of time. Cryptic messages might dog the heels of the 
characters, but can they trust them? How can they 
really know they are from their future selves, and if 
the timeline changes how can these messages be 
trusted? What happens if the characters decide 
not to heed their future selves’ advice? Maybe their 
future selves have planned even for this? 


Q Crossing your own Timeline 

The reverse of the above is also possible. If the 
characters meet younger versions of themselves, 
what advice might they give them? Is it even right to 
explain who they are? How careful do you have to be 
when you are holding your own mother as a babe in 
your arms? Knowing what you know now, would you 
warn yourself to avoid the trials and torments you 
know are yet to come? Can you warn your younger 
self of the terrible tragedies you failed to avoid? If 
you do, will you be the same person? 


Q Temptation 

Everyone has a bad side, and it’s very tempting to 
take the easier path. Where the villains succumb to 
their base natures the characters should manage 
to rise above theirs. Temptation need not be 
attractive. Ace often declares she is scared rigid, 
but resists the temptation to take the easy way out 
and stay in the TARDIS. 


Temptation appeals to our most basic urges and 
needs. When it becomes personal, it is very difficult 
to resist. Sometimes there is nothing wrong with 
following your dreams and desires, but when there 
is a cost, to either you or someone you know, it 
becomes a more difficult decision. 


Q Enlightenment through Conflict 

Adventuring with the Seventh Doctor is not all fun: 
he has a plan for you. The Seventh Doctor likes 
to test his companions, putting them through the 
mangle so they might become stronger for their 
experience. Ace is practically tormented by the 
Seventh Doctor, who takes her to her most feared 
places and makes her face her issues with her 
mother and her terror of Gabriel Chase. 


It isn't clear what the Doctor intends, but Ace 
certainly learns from her experiences. It need not 
just be the companions, though. Every character 
might be faced with their deepest secrets, fears, 
and even desires so they might be tested. 


Q Britishness 

He is polite to strangers and raises his hat to those 
he meets. He is not just an explorer but seems at 
times to be a Victorian adventurer. Just like the 
Victorians, he always thinks he knows better. At 
the end of an adventure, the time travellers seek 
not glory or fame but a nice cup of tea. When 
sorely tested, can the characters remain polite 
and calm? 


Q A Dish Best Served Cold 

By his seventh incarnation the Doctor has made a lot 
of enemies. Even those he has beaten are unlikely 
to accept their defeat and have been planning 
revenge for many years. Revenge is a powerful 
force and while many parts of the Universe praise 
the Doctor for his vital assistance, just as many 
places curse his name and plot his downfall. 


In a Seventh Doctor adventure, the Gamemaster 
shouldn't be afraid to bring back old enemies, 
who have a personal stake in the characters’ 
defeat. Conquest of the Universe, untold wealth 
and power beyond imagining — it all shrivels to 
nothing compared to the chance to finally even the 
score after an ignominious defeat. This time they 
have a plan, one designed specifically to destroy 
the characters, and they will not be caught out by 
the same tricks as last time. 
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© The Seventh Doctor's Adventures 


The Seventh Doctor's regeneration was forced on 
him by the Rani, when she attacked his TARDIS 
intending to capture him. Taking advantage of 
his bewildered state post-regeneration, she tried 
to get his help in her latest project. However, he 
turned out to be even more bewildered than usual, 
exasperating the Rani. Her plot was a complicated 
series of layers and was easily upset by the 
Doctor's buffoonery. She harnessed the minds of 
several geniuses to calculate a precise trajectory 
for a missile, in order to create a powerful time 
artefact out of a specific asteroid loaded with a 
particular mineral. The Doctor's eccentricity made 
a complete mess of everything, but like so many 
of the Seventh Doctor's actions, it was hard to tell 
which parts were luck and which were calculated. 


With his regeneration a little more stable, the 
Doctor took Mel for a quick holiday. The brochure 
for the Paradise Towers apartment resort certainly 
looked modern and stylish, but the reality was 
very different. Paradise Towers had cannibal 
residents, rival teenage gangs, killer robots, and a 
psychopathic caretaker controlled by a power-mad 


computer system. When the Doctor discovered 
the computer at the centre of it, it was an alliance 
of the inhabitants that managed to destroy it. 


The following holiday attempt didn’t work out 
very well either. Mel and the Doctor seemed 
lucky when they won a prize at a space station 
for a trip to 1950s Earth with an alien coach party. 
However, the Shangri-La holiday camp in 1959 was 
not especially glamorous, even if the aliens were 
excited about it. Aboard the coach was the last 
Queen of the Chimeron and her only daughter, and 
it was not long before bounty hunter Gavrok and 
his Bannermen came to find them. Sadly, a 1950s 
holiday camp was not the best place to mount a 
last stand. The Doctor and Mel, with the help of 
some of the locals, helped the Chimeron Queen 
and finally managed to defeat Gavrok and send his 
Bannermen packing. 


Giving up on holidays, the Doctor was drawn to 
Iceworld, a rather cold but popular galactic trading 
post. There he and Mel met Ace, a young woman 
who thought her luck was in when she went on a trip 
in a spaceship, but ended up waitressing in a café 


on Iceworld. They met Sabalom Glitz, a conman 
who thought he had a lead on the fabled treasure 
of Iceworld. Unable to resist a mystery, the Doctor 
joined in the search, and to everyone's surprise the 
treasure proved to be real. It also proved to be the 
real power source for Iceworld which turned the 
port into a ship to allow its governor Kane to return 
to his home planet. Kane wanted revenge on his 
homeworld for his exile, but the Doctor discovered 
his home planet has been gone for centuries. 
Without his revenge to sustain him, Kane allowed 
himself to be destroyed. Glitz took over the facility, 
and Mel decided to stay with him to keep him out 
of trouble, bidding farewell to the Doctor. Having 
taken a liking to Ace, the Doctor offered her a 
place in the TARDIS, which she gladly accepted. 


Ace’s first adventure with the Doctor was possibly 
her most dangerous. Returning to Coal Hill School 
on Earth, they uncovered a Dalek civil war using 
Earth as a battleground. The Daleks chose Earth 
because they believed the Doctor had hidden a 
powerful Time Lord artefact there — the Hand of 
Omega. Control of the artefact would be decisive 
in the civil war, and both the Imperial and Renegade 
Dalek factions would do anything to acquire it. The 
Imperial Daleks destroyed the renegade faction, 
and forced the Doctor to hand over the device 
to prevent the destruction of humanity. However, 
Davros, the leader of the Dalek forces in disguise as 
their Emperor, had miscalculated. Davros intended 
to turn the sun of the Dalek home planet of Skaro 
into a vast power source that would grant control 
over time, but the Hand of Omega destroyed it 
and Skaro completely. 


On the planet of Terra Alpha, a human colony in 
the 24th century, unhappiness was illegal. While 
the Doctor and Ace were very much in support 
of joy and laughter, they noticed enforced smiling 
was taking a toll on the local populace. The colony 
leader, Helen A, would not listen to reason, and 
insisted this façade of contentment was the recipe 
for a successful colony. The Doctor decided to 
do something about her dictatorship and led a 
revolution. Instead of protesting in anger, he told 
the people to protest with joy and happiness. With 
no protocol to arrest happy people, the smiling 
revolution proved unstoppable. 


Returning to Earth, the Doctor had an appointment 
to keep. A comet that was last near the Earth in 
1638 was returning. More than just a comet, it 
was actually a powerful Gallifreyan weapon called 
Nemesis that the Doctor sent into space to keep 
safe. However, he was not the only one who knew 
about the return of Nemesis. Another three groups 
also wanted its power: a noblewoman from the 
17th century, a group of neo-nazis, and a deadly 
Cyberman strike force. Through his usual guile and 
cunning, the Doctor allowed each of the various 
groups to destroy themselves, using their ambition 
and arrogance against them. 


With the Earth safe once more it was time to visit 
the circus — a psychic circus. This travelling show 
claimed to be the greatest show in the galaxy, 
and the Doctor and Ace were keen to see why. 
The circus was under the control of the Gods of 
Ragnarok that it had accidentally unleashed. 
The Gods demanded constant entertainment. 
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The circus folk, to save themselves from being 
consumed by the Gods, were forced to find new 
acts to be consumed instead. The Doctor and Ace 
uncovered a medallion that was able to turn the 
Gods’ power against them, using it successfully 
after the Doctor had distracted the Gods by 
playing the spoons. 


Meanwhile, Earth had once more become a 
battlefield. Several knights in armour, claiming 
to be the original characters from the myths of 
King Arthur, had arrived from another dimension 
to continue their war. The sorceress Morgaine 
led a faction dedicated to controlling Arthur's 
sword Excalibur, which she believed was hidden 
on Earth. The other faction was led by Ancelyn, 
who recognised the Doctor as Merlin. It appeared 
the Doctor hid Excalibur here to keep it safe. 
Morgaine attempted all manner of ways to get the 
sword, including summoning a demon and taking 
control of a nuclear missile. The Doctor convinced 
her that the destruction she would bring was not 
worth the prize, and that Arthur, her enemy, was 
long gone. 


Rather cruelly, the Doctor next decided to 
investigate a mystery Ace shared with him. An 
abandoned house she'd once broken into had 
terrified her. The truth behind this haunting 
intrigued the Doctor; he took the TARDIS back 
to when the house was last occupied in 1883, 
without telling Ace where they really were. The 
occupants of the house were very strange, many 
of them turning out to be no more than puppets. 
The real master of the house was an alien being 
called Light, who had been sent to Earth to 
catalogue its life forms. Life on Earth had proved 
too diverse, and Light wanted to stop evolution so 
he could complete his report. As Light was poised 
to destroy all life to simplify his report, the Doctor 
convinced Light that he had become compromised 
with change himself, and was no longer fit to be a 
neutral observer. Light declared that he would not 
adjust, and disintegrated himself as the only way to 
stop his own inevitable change. 


After contending with Victorian ghosts, the Doctor 
and Ace then discovered wartime vampires — or 
rather, ‘haemovores’ — in an English rural coastal 


town in 1943. The town was host to an important 
naval base where the code-breaking Ultima 
computer was operated. Coincidentally, one of 
the women working there turned out to be Ace’s 
grandmother. Her newborn baby was the mother 
from whom Ace was estranged, which forced her to 
confront many of her feelings. There was another 
secret at the base; its commander had discovered 
a virulent and deadly poison underground, and 
was collecting it to weaponise for the war effort. 
This poison was connected to an evil power named 
Fenric, who was freed from ancient bonds when 
Ace and the Ultima computer decoded an old 
series of Viking runes. Fenric unleashed a horde of 
haemovore vampire creatures, and planned to use 
the poison to destroy the world to take revenge on 
the Doctor who had imprisoned him millennia ago. 
Distracting Fenric with a chess puzzle, the Doctor 
showed the lead haemovore the horror the Earth 
would become if the poison was released, and he 
turned on Fenric. 


After these adventures, Ace was missing her old 
gang in Perivale, so they returned to 1989 to visit. 
Many local teens and some of Ace’s old crew had 
recently vanished, taken to another world to be 
hunted by a species of cheetah people. However, 
the cheetah people were not born hunters; the 
planet they lived on inspired them with feral 
instincts, and this same influence began to take 
hold of Ace. Ace's gang were not the only ones 
affected. The Master had also fallen victim to the 
feral influence, and lured the Doctor here to save 
him as the planet was falling apart. With even the 
Doctor starting to succumb to its influence, he 
convinced the cheetah people they needed to 
leave the planet to its fate and find a new home, 
despite almost losing himself to prove there was a 
way beyond hunting and fighting. After a final duel, 
the Master was left on the crumbling planet... 


The Doctor and Ace had many more adventures 
together, with Ace eventually returning to Earth 
to found the ‘A Charitable Earth’ foundation. 
Eventually, after the Doctor witnessed the Master's 
execution at the hands of the Daleks, the Doctor's 
travels took him to San Francisco on the cusp of the 
new millennium... though that visit was cut fatally 
short, forcing the Doctor to regenerate again. 


Q Melanie Bush 
‘| don't need anyone to speak up for me; I’m quite 
capable of defending myself!’ 


Mel is a reasonably normal girl from 20th century 
Earth. A small, elfin creature with a dancer's physique 
and a huge tumbling of red hair, she seems childlike 
at times and has a somewhat naive idea of how 
much good there is in the Universe. She has a belief 
in the ‘kindness of strangers’ to rival Jo Grant. This 
means she is deeply disappointed with those who 
appear brave and kind but prove to be cowards and 
liars when the going gets tough. 


There are few dark secrets or traumas in Mel’s 
background; in fact, she’d led quite an average life 
before meeting the Doctor. She is travelling with 


MELANIE BUSH 


CONCEPT: 
Galactic Tourist 


FOCUS: 
Travel 


STORY POINTS: 10 


Awareness 4, Coordination 5, 
Ingenuity 5, Presence 3, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 5, Conflict 1, Convince 2, 
Craft 2, Intuition 2, Knowledge 3, 
Medicine 1, Science 3, Survival 2, 

Technology (Computers) 4, Transport 2 


DISTINCTIONS: 


Photographic Memory — spend a 
Story Point to remember something Mel 
may have seen but the player has forgotten. 


WEAPONS: 
None 


TECH LEVEL: 5 


him to see the Universe rather than right wrongs, 
seek revenge, or save the innocent. Mel is happy 
to help the Doctor because his adventures are fun, 
and she does like to help people. Mel is essentially 
on holiday, and looking for fun and relaxation rather 
than unique experiences. 


Mel is actually a skilled computer programmer 
who is experienced with a wide range of systems 
and software. She picks up knowledge easily due 
to her eidetic memory, allowing her to remember 
everything she sees. This ability is somewhat at 
odds with her appearance and leads many to 
underestimate her skills and abilities. That said, she 
is a hell of a screamer and often proves the power of 
her lungs at even imagined danger. 
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G Dorothy Gale ‘Ace’ McShane 

‘Do you know any nice people? Y’know, normal 
everyday people, not power-crazed nutters trying 
to take over the Universe?’ 


Born Dorothy Gale McShane, she prefers to be 
known as Ace. While she has never been to Kansas, 
Ace has much more in common with Dorothy Gale 
than just a first name. Like Dorothy, she was torn 
from Earth by a time storm and left in a strange 
and alien place. However, Dorothy Gale wasn’t 


experimenting with explosives when she got taken 
to Oz! While being stranded in space sounded 
exciting, Ace found herself working as a waitress 
at a cafe on Iceworld to support herself, and the 
glamour of galactic travel soon wore off — until 
she met the Doctor. 


While Ace is only 16, her life experience allows her 
to pass for much older. She keeps her brown hair 
tied back so it doesn't get in the way, and while she 
doesn't dress like a boy she avoids girly and frilly 
clothing. She is never without her badge-covered 
bomber jacket and (if the Doctor hasn't hidden 
them) a few cans of homemade Nitro-9 explosives. 


ACE 
CONCEPT: Adventurous Teenager 
FOCUS: Adventure! 
STORY POINTS: 12 


Awareness 3, Coordination 4, 
Ingenuity 5, Presence 4, 
Resolve 5, Strength 3 


SKILLS: 

Athletics 3, Conflict 3, Convince 3, 
Intuition 1, Knowledge 2, 
Science (Chemistry) 4, Subterfuge 1, 
Technology 1, Transport 1 


DISTINCTIONS: None 


WEAPONS: 
Baseball Bat 
(+2 Strength, ignores Dalek armour.), 
Nitro-9 (4/L/L 2m radius) 


TECH LEVEL: 5 


THE SEVENTH DOCTOR 


CONCEPT: 
Just Time Lord 


FOCUS: Defend 


STORY POINTS: 8 


Awareness 4, Coordination 3, 
Ingenuity 9, Presence 4, 
Resolve 6, Strength 2 


SKILLS: 

Athletics 3, Conflict 2, Convince 3, 
Craft 3, Intuition 4, Knowledge 6, 
Medicine 3, Science 5, Subterfuge 4, 
Technology 5, Transport 3 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: Question Mark Umbrella, 
Panama, Pocketwatch, Spoons 


TECH LEVEL: 10 


Q The Seventh Doctor 

‘You're trapped, a trillion miles and a thousand years 
from a disintegrated home. | have defeated you. 
You no longer serve any purpose.’ 


The Seventh Doctor is like a mad uncle; the sort of 
relation who treats you to ice cream, makes a coin 
appear from behind your ear, and then loses you on the 
beach because he got distracted and expected you to 
know the way home. The Seventh Doctor is also one 
of the most polite of his incarnations. He rarely greets 
even his enemies without a raise of his hat. He also takes 
time to talk to people, not just the power brokers but 
also anyone he randomly finds himself standing next to. 
He rarely engages in small talk though. He really wants 
to know who they are and how they feel. This is why he 
gets caught up in deadly battles across time and space 
— not to save the Universe, but to save the ordinary 
people that live there. 


He is a force of chaos, extremely difficult to predict 
and utterly impossible to plan against. If he has no 
idea of what he is going to do next, how can anyone 
else figure it out? He confuses his enemies with 
honesty. He really is the nutty professor he professes 
to be, but that doesn’t mean he isn't sharply focused 
on what is going on around him. The difference is that 
he seems to notice what everyone else is missing, 
while ignoring the obvious. 
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© The Prince's Stone 


Q Intro 

Deep Space, The Turan Nebula, 26th Century 
The TARDIS appears in deep space between two 
deadly battle fleets poised to annihilate each 
other. The humans and Draconians are at war 
and this battle will prove decisive. The Seventh 
Doctor and Ace will need all their diplomatic 
skills to put an end to the carnage and try to find 
a peaceful solution for both species. But with 
the Doctor dealing with a deadly emergency, it 
is Ace who finds herself deciding the fate of two 
entire species. 


G Act One 

The TARDIS materialises in deep space, right in the 
middle of a vast battle. Laser weapons and missiles are 
slicing through the void and tearing into spacecraft as 
two huge empires fight for dominance. The TARDIS 
is buffeted by weapons, protected by its shields. The 
various energy beams and missiles shake the time ship 
but ultimately do no damage. The TARDIS causes a 
momentary ceasefire between the two warring sides. 
While the TARDIS is small, its shields are not, and they 
block an array of weapons fire directed at it from either 
side. Both sides assume it must be a new weapon 
belonging to their enemy. The firing stops as each 
ponders how to deal with this new threat. 
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The momentary ceasefire allows the characters 
to address the fleet or find a way onto one of the 
lead ships. They can rematerialise on either side, 
as neither knows what stopped the weapons fire. 
Not being able to detect anything in the area 
just makes them more suspicious — it must have 
some sort of cloaking technology. 


If the characters visit the human fleet first, they 
find the ships are plain and utilitarian. They have 
suffered extensive damage although their fleet 
numbers match that of the Draconian fleet. The 
human fleet is led by General Alison Mitchell. 
She is an old soldier and loyal to her people, 
but she has seen too much war and dearly wants 
the fighting to end. She would like to see an end 
to hostilities and for both sides to negotiate for 
peace, but she knows the Draconian mindset too 
well and fears their honour will not allow them to 
negotiate unless they can do so from a position 
of strength. 


Q Act Two 

After visiting the human fleet, the characters can 
try and slip across to the Draconian flagship (or 
they can encounter them the other way around). 
Using the TARDIS to get aboard is simple as it 
won't be detected, but the characters might be 
more open and try to board under a flag of truce. 


The Draconian fleet is very different; each craft is 
a work of art, made to celebrate the glory of war. 
Many trophies from past battles line the walls, 
and set into the captain's seat there is even a 
large diamond the characters may recognise. The 
mood on the flagship is sombre but also excited. 
The Draconian crew all fear this may be their 
end, but believe it will be a glorious way to die. 
The captain of the Draconian flagship, Captain 
Naskari, is keen to end the fighting, but the last 
engagement cost the life of his son — one of the 
ship's gunners. He dearly wants time to mourn but 
Draconian honour insists he must take revenge in 
some way for the loss. 


To make matters more complicated, one of the 
officers on the Draconian flagship, Toshra, is also 
an agent of the secret police. She is a fanatic, 
and believes that the Draconian people cannot 


possibly lose the war, so any form of surrender or 
negotiation is not only pointless but also the act 
of a coward. She is in contact with her masters, 
who hold the rest of the captain’s family prisoner. 
If the Draconians do not fight until the last, the 
captain's family will be executed, and the captain 
knows this. 


The characters should try several ways to 
convince each captain to maintain the ceasefire 
and bring both sides to the negotiating table. 
Captain Mitchell needs to be convinced that the 
Draconians will accept either a ceasefire or even 
surrender without killing any more of the humans. 
There have been several (mostly spurious) horror 
stories about Draconians doing awful things in 
the name of honour, and Mitchell wants to make 
sure her crew will be safe if she shows any sign of 
what they might consider weakness. 


Captain Naskari is in a similar position, but his 
fight is an internal one. He needs to understand 
that revenge will not bring his son back, and many 
on both sides have lost their loved ones, as will 
more if the fighting continues. He needs to get 
past his honour to find the path to peace. 


Unfortunately, there is still Toshra. The 
Draconians don't like to talk about their secret 
service, so the characters have to uncover 
Toshra’s involvement themselves. They may 
wonder why this apparently junior officer seems 
to have such a high level of access and influence 
over the captain. 


Thankfully, Toshra is only powerful because 
of her connections. While there is no way to 
convince her to stand down, her threats only 
matter if they can be carried out. The characters 
need to locate and destroy her special coded 
communications device that allows her to report 
back to her masters. If she can’t talk to them, she 
won't be able to tell them to kill Naskari’s family. 
Few of the Draconians are as fanatical as her, and 
while none want to cross her, few want to help 
her. If it becomes known she has no backup, she 
loses all her power. 


Q Act Three 

If both captains can be convinced to stand 
down, negotiations can begin. With tempers 
cooling and the ceasefire more stable, it may 
be time to talk. Unfortunately, there is one last 
problem. A group of Draconians take control 
of the flagship engine room in an attempt to 
detonate the main drive. They also manage to 
destroy the communications system so no one 
can be warned to stay clear. Like Toshra, they 
believe surrender is not an option and plan to 
die gloriously. The Draconian captain orders an 
assault on the engine room, which the Doctor 
and Ace can assist with, but by the time they 
can neutralise the fanatics the engine is already 
going critical. 


The Doctor needs to try and stop the engine 
exploding, which will destroy most of the 
Draconian fleet as well as the human one, 
including their flagship. The Doctor can use the 
TARDIS shields to offer some protection, which 
leaves Ace in the TARDIS with an important 
decision to make. The TARDIS shields cannot 


protect everyone in both fleets. She can protect 
the Draconian flagship, containing the explosion 
but ensuring the death of everyone aboard, 
including the Doctor. She can protect the human 
fleet, leaving many Draconians to be destroyed 
as their flagship explodes, but allowing the 
humans to see what has been sacrificed for 


them, which might bring peace. Finally she can 
try and protect both, leaving casualties on both 
sides but possibly reigniting the battle. 


Whatever she chooses, the Doctor will just 
about manage to get the engine under control, 
preventing the explosion. The captains can meet 
to begin peace talks on behalf of their empires, 
and reach an understanding that they can take 
back to their governments to further talks. As the 
Doctor and Ace leave, he asks her which decision 
she made, as well as whether she believed he 
would fix the engine in time. 
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THE EIGHTH 
DOCTOR 


O Introduction 


‘| love humans. Always seeing patterns in things 
that aren't there.’ 


Despite his best-laid plans, it was a simple case of 
landing in the wrong place at the wrong time that 
caused the Doctor to regenerate — this time in 
San Francisco, Earth, at the very end of the 20th 
century. There he did battle with his nemesis, the 
Master, once more, foiling his plans as the new 
millennium dawned. 


The Doctor began his eighth incarnation with a 
youthful, exuberant, almost romantic persona, 
eager to see the Universe with fresh eyes and new 
companions. But, his latter era was dominated by 
the all-consuming events of the Last Great Time 
War, he ended up alone, wracked by guilt and 
conflict as the Universe burned all around him. 


By the end of his life, the Eighth Doctor shares many 
similarities with the end of his fifth incarnation; 
he finds his passive nature ill-equipped for an 
increasingly hostile Universe. He watches painfully 
as the Daleks and the Time Lords tear apart all of 
time and space in an unnecessary conflict, and 
struggles with his own guilt over having previously 
played such an important role in ending the war 
and falling short. 
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© The Eighth Doctor's Era 


Q Who is the Eighth Doctor? 

The life of the Eighth Doctor is one of tragedy. The 
Doctor was wounded in his previous incarnation 
and a doctor's attempt to heal him resulted in 
his ‘death’ instead. The Seventh Doctor's life was 
one of duty and responsibility; he was given great 
weapons by the Time Lords and used them against 
their enemies. With those missions completed, 
he hoped to be free of those responsibilities and 
travel the Universe anew. 


Unfortunately, the Time War is not over. The Eighth 
Doctor doesn't realise this at first, as the initial 
sparks of the war didn't affect him and the Master 
‘died’ before revealing any clues. He slowly learns of 
this deception as he tries his best to lose himself in 
his adventures with his companions. Unfortunately, 
his carefree, romantic nature becomes increasingly 
eclipsed with cynicism brought on by the re- 
ignition of the Time War and — by extension — his 
own role in the Universe. 


In the end, the Eighth Doctor refuses to believe he 
can positively affect the war and refuses to try. He 
gives up, resigned to a final death when he crashes, 


companion-less, on Karn. However, the abilities of 
the Sisterhood, the Keepers of the Eternal Flame, 
offer him another option... 


Q Who are the Doctor's Companions? 

The Eighth Doctor’s companions are something 
of a mystery. While Dr Grace Holloway and 
Chang Lee technically ‘count’ as they aided 
the Doctor on his first adventure and travelled 
through time in the TARDIS (albeit briefly), they 
ultimately didn’t join him on his proper journeys 
through time and space. 


After leaving Earth in 2000, the Eighth Doctor 
has several other companions join him over the 
course of his travels. Among these are Charley, 
C'rizz, Lucie, Tamsin, and Molly (the exact nature 
and statistics of these companions are left up to 
the Gamemaster), and there are certainly others. 
The Eighth Doctor tends to choose companions 
who yearn for adventures beyond what their 
current situation offers. Unlike his previous 
incarnations, the Eighth Doctor is able to dangle 
the carrot of being able to properly steer 
the TARDIS. 


© Themes of the Eighth Doctor's Era 


Q Born in the Aftermath 

Once the Eighth Doctor regains his memories, he 
still believes that the war and the Master’s role in it 
is over, and that merely preventing the Master from 
controlling the Eye of Harmony was enough to save 
time. He then embarks on a series of adventures 
to explore the Universe anew, eager to discover 
what shape it took after all of the temporal fallout 
from the Time War had subsided. Unfortunately, 
he doesn't realise that the war raged on until it's 
too late. 


Q The Doctor's ‘Gift’ 

One seemingly unique aspect of the Eighth 
Doctor is his ability to see into the future 
personal timelines of the people he meets, 
specifically Grace and Lee. Unbeknownst to him, 
this is likely a result of the Time War's continual 
rewriting of history; the Doctor is ‘remembering’ 
events that had already taken place in alternative 
timelines, perhaps dozens or even thousands of 
times. While his previous incarnation, similarly 
affected, was able to understand and use this 
knowledge like a master chess player, the Eighth 
Doctor merely thinks that he’s benefiting from 
the aftershocks. 


Q The Crumbling End 

By the end of his life the Eighth Doctor is effectively 
powerless in the wake of the Time War. As with his 
fifth incarnation, the Eighth Doctor finds himself in 
a Universe in which he no longer fits nor can cope 
with. Instead he retreats into the shadows, content 
with small, fleeting victories, as the Universe 
collapses around him. This point is tragically driven 
home as the Doctor dies companionless. Rejected 
one last time by a potential companion, he chooses 
to die with her rather than continue alone in a 
crumbling Universe. 


© The Eighth Doctor's Adventures 
More so than any other incarnation of The 
Doctor, the Eighth Doctor's timeline is severely 
affected by bleed-over from the Time War — 
the vast and terrible energies released in that 
great conflict have had an unmooring effect 
on the events of his life. When viewed from the 
perspective of an observer within the Vortex, 
the Eighth Doctor's adventures are constantly 
in flux, shifting in causality, overlapping, and 
occasionally contradictory. Nobody can say with 
certainty which adventures actually occurred, 
and which have been erased in the wash of 
temporal paradox created by the War — except 
perhaps for the Doctor himself. 


The sole exceptions to this phenomenon are 
the Eighth Doctor's first adventure, and his last 
— it seems as though the release of energy 
that accompanies the Time Lord’s regenerative 
process may have served to lock these two events 
into the fabric of time and space, insulating them 
from the flux that affects the rest of the Eighth 
Doctor's existence. 


After the Master's remains from his extermination 
on Skaro escaped aboard the Doctor's TARDIS, 
a symbiotic Deathworm Mophant housing the 
Master's consciousness forced the TARDIS to land 
on Earth in 1999. The Seventh Doctor was shot 
by a street gang, and a failed attempt at saving 
him by Dr Holloway resulted in his regeneration. 
The Deathworm escaped and possessed the 
ambulance driver — this new Master unleashed his 
plan to use the TARDIS’ Eye of Harmony to gain 
more regenerations from the Doctor. Of course, 
the Master was defeated, the Eye of Harmony 
closed, and Earth was saved, leaving the Doctor to 
travel on many more (undocumented) adventures. 


Eventually, weary of the Time War, the Doctor 
materialised aboard a ship as it crashed on Karn. 
There, the Sisterhood had expected him, and 
aided his regeneration into an incarnation the 
Doctor had hoped to forget — the War Doctor. 
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Q Grace Holloway 
‘I’m not a child, don’t talk to me like I’m a child... 
I’m a doctor.’ 


A well-respected cardiologist, she is amongst 
the top in her field and is a director on the board 
for the Institute for Technological Advancement 
and Research. 


For Grace, her professional life and, more 
importantly, her ethics and integrity, come first. 
She refuses to go along with her superior Dr Swift's 
plan to bury the death of ‘Mr Smith’ in order to 
save her and the hospital’s reputation rather than 
investigate the possibility of a human with two 
working hearts. She also accepts the loss of her 
boyfriend, with whom she was committed enough 
to live with, over his refusal to allow her duties to 
interfere with their relationship. Finally, she refuses 
the Doctor's offer to travel through time and 
space, as to do so would be to abandon the life 
she'd built for herself. 


GRACE HOLLOWAY 


CONCEPT: 
Dedicated Cardiologist 


FOCUS: 
Heal 


STORY POINTS: 12 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 

Athletics 1, Conflict 1, Convince 3, 
Craft 3, Intuition 3, Knowledge 3, 
Medicine (Cardiology) 5, Science 3, 
Technology 3, Transport 1 


DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 5 


Q Chang Lee 

‘| definitely wouldn't live through that again.’ 
Chang Lee was born in late 20th century San 
Francisco. He fell into crime at an early age, 
joining a gang and getting into all sorts of 
mischief. Cornered by a rival gang, he’s almost at 
his end when the fortunate arrival of the TARDIS 
ensures that the Doctor takes the bullets meant 
for him. 


Seizing the opportunity to grab some of the 
Doctor's otherworldly belongings, the Master 
finds and uses Lee in his plot against the Doctor. 
Initially joining him, Lee later switches sides when 
he realises that the Master is evil. Lee is killed for 
his betrayal, but the TARDIS resurrects him. 


After the Master is defeated, the Doctor lets Lee 
keep two bags of gold dust that the Master had 
used as a bribe — along with a warning to stay 
out of San Francisco the following Christmas. 


CHANG LEE 


CONCEPT: 
Small-time Criminal 


FOCUS: 
Survive 


STORY POINTS: 12 


Awareness 4, Coordination 4, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 3, Conflict 3, Convince 2, 
Intuition 3, Knowledge 2, Subterfuge 4, 
Survival 3, Technology 2, Transport 3 


DISTINCTIONS: None 


WEAPONS: 
Pistol (4/8/L) 


TECH LEVEL: 5 


THE EIGHTH DOCTOR 


CONCEPT: 
Renaissance Time Lord 


FOCUS: 
Help 


STORY POINTS: 5 


Awareness 5, Coordination 4, 
Ingenuity 8, Presence 5, 
Resolve 5, Strength 2 


SKILLS: 
Athletics 3, Conflict 2, Convince 2, 
Craft 2, Knowledge 6, Medicine 3, 
Science 5, Subterfuge 3, Survival 3, 
Technology 5, Transport 4 


DISTINCTIONS: 
Time Lord — has an innate connection 
to time and can feel when it is wrong, 
telepathic, able to regenerate. 


Experienced — increased Attributes 
and Skills 


EQUIPMENT: 
Sonic Screwdriver — Scan (tricky controls), 
Transmit (limited range), Unlock/Seal (not 
mechanical locks), Story Points: 3 


TECH LEVEL: 10 


Q The Eighth Doctor 
‘I’m a doctor, but probably not the one you 
were expecting.” 


After an initial bout of amnesia, the Eighth 
Doctor settles on a youthful, exuberant, romantic 
demeanour and is eager to see the Universe with 
fresh eyes. For him the Time War is a thing of the 
past and his greatest enemies, the Daleks and the 
Master, are no longer a threat. Conversely, he also 
has a great deal of subconscious knowledge of the 
Universe and realises that the time stream is not 
set in stone; thus, he encourages people to make 
choices that he implicitly knows will make them 
better citizens of the Universe. He also eagerly 
invites new companions to share his discoveries of 
this new Universe with him. 
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© The Tick-Tock Kingdom 


G Intro 

Pestrelle, 39th Century 

Skirting the edges of the galaxy-consuming conflict 
known as the Time War, the Doctor is searching for 
adventure. His travels take him to the 39th century, 
to the planet of Pestrelle and the ancient city of 
Pom-Potillon. Once the site of a terrible conflict, 
the ruined city is currently being excavated by a 
team of less-than-reputable archaeologists. When 
an artefact from before the war is dug up and 
reactivated, the Doctor finds himself contending 
with a long-forgotten force that threatens not only 
to return Pestrelle to conflict, but to spill out into 
neighbouring space. 


G Act One 

Appearing in what was once the main square of 
the city of Pom-Potillon but is now a blasted ruin 
of cracked domes and fallen towers, the TARDIS 
blows sand down upon the site of an archaeological 
excavation. As the Doctor leaves the TARDIS, he 
is accosted by a Hoosifuj archaeologist named 
Rackson Jargo. Jargo demands to know why the 
Doctor is disturbing the dig. Jargo runs Absolutely 
Qualified Archaeologists Inc. and he is definitely 


allowed to be there, he has documents to prove it... 
just not with him. The Doctor gets the impression 
not everything is above board. 


A shout from far below attracts Jargo and the 
Doctor. The trio of Hoosifuj workers there have 
discovered something spectacular. The Doctor 
descends many ladders, down through numerous 
layers of the dig, seeing first-hand discoveries 
made by Jargo's team, including a diamond that is 
uncannily similar to the Taaron Ka... 


On the lowest level of the dig, far below the 
surface, the workers reveal their find: a deep, 
angular shaft in the wall. Over its narrow opening 
is Pestrellian text the workers cannot decipher. 
The Doctor translates it for them: WHERE THERE'S 
MUCK THERE'S BRASS. 


Jargo and his team enter the tunnel. It leads to a 
large, impeccably clean chamber of slanting stone. 
At its centre, seated in a chair amid cables and 
wires, is a gigantic humanoid figure made from 
intricate brass clockwork. Over its head is more 
Pestrellian text: SANITARY COMMISSIONER. 
While the Doctor examines the slumbering figure, 
Jargo follows the cables to an ancient console. 


Surreptitiously, he flips a switch. There is a clunk, 
a flicker of lights, then with a clockwork whirr, the 
Sanitary Commissioner returns to life. Rising from 
its chair, it casts its ruby-eyed gaze across the 
room, then without a word, strides up the tunnel 
towards the ruin of Pom-Potillon... 


Q Act Two 

The Doctor demands an explanation, but Jargo 
just shrugs. Maybe it'll clean up the site, help 
uncover more treasure — er, finds? 


Following the Commissioner outside, they find it 
gazing at the destroyed city, horror on its face. 
It points at the rubble and detritus. ‘Muck,’ it 
says. ‘And where there’s muck... there’s brass.’ 
Opening its mouth, a great siren wail emerges... 
and a moment later, hundreds of figures emerge 
from the desert sands: Brass Custodians. The 
Commissioner frowns at the Doctor and the 
archaeologists. ‘Everything that does not belong 
here will be cleaned away.’ 


Armed with brooms, vacuum cleaners, and high- 
powered washers, the Brass Custodians advance 
in tight phalanxes, scrubbing away the dirt of 
centuries and chanting ‘Where there's muck 
there’s brass.’ They push the off-worlders into one 
corner of the dig site. One archaeologist throws 
themselves at the ranks of Custodians, trying to 
break through, but is caught and, with a hiss of 
hyper-heated steam, terminally cleaned. 


The only escape is to clamber up the sheer walls 
of the dig site. The Custodians surround the 
TARDIS and are already taking apart the Hoosifuj 
vessel. Fleeing into the ruins of Pom-Potillon, the 
Doctor must find something to combat the Brass 
Custodians. Everywhere the Custodians march, 
there are explosions as they disturb ordinance 
from the war or remove rubble holding aloft the 
fallen towers. Navigating the perilous gauntlet, 
staying one step ahead of the Brass Custodians, 
the Doctor must guide the archaeologists to the 
only half-intact building that remains on Pestrelle, 
the squat black ziggurat known as the Municipal 
Centre. There they may be able to hold out until 
a way to stop or slow the Brass Custodians can 
be found... 


As they approach the Municipal Centre, a phalanx 
of Custodians emerges from a side street, 
flanking a monstrous figure in brass. The Sanitary 
Commissioner has beaten them to it. 


Q Act Three 

The Doctor and the archaeologists hide from the 
ruby gaze of the Commissioner in a fallen building 
nearby. Again, the Commissioner opens their 
mouth and emits an ear-splitting wail. The Municipal 
Centre responds, the black stone of its flank 
opening up to allow them to enter. While some of 
the Brass Custodians follow it inside, others patrol 
the perimeter of the Municipal Centre. Speakers 
on the Centre crackle into life, broadcasting the 
voice of the Commissioner: ‘Project: Management 
is now in effect. Stage 1: Cleanse the City! Stage 
2: Cleanse the Planet! Stage 3: Cleanse the Stars!’ 
From the summit of the Centre waves of energy 
spread out, powering more and more Custodians. 


With the crisis escalating, the Doctor must find 
some way to halt Project: Management. Evading 
the patrols around the Centre, which pass with 
clockwork regularity, they can gain entry through 
one of the deep holes blown high in the fagade 
during the war. Inside, the building is a hive of 
activity. Ancient municipal computers are being 
reawakened, as is the grand fleet of Garbage 
Scows that will take the Custodians to the stars. 


The Doctor can disrupt the plans of the Sanitary 
Commissioner by breaking its link to the Brass 
Custodians, throwing the ranks into a brief but 
destructive confusion; by overloading the power 
coils deep below the Municipal Centre; or by 
interacting with the computers. By manipulating 
the Sanitary Commissioner’s municipal budget, 
Project: Management will be mothballed, and 
the vast number of Brass Custodians laid off, with 
the remaining handful occupied for the next few 
hundred years disassembling their defunct brethren. 


Whatever path the Doctor chooses, Project: 
Management is defeated before it can truly begin. 
The Doctor departs Pestrelle with a warning to 
Rackson Jargo against tripping unknown switches, 
and with the Taaron Ka diamond in hand. Perhaps 
a visit to Earth to return it is in order... eventually. 
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